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ALL THE ARCADE ACTION 
IN YOUR OWN HOME! 


INFRARED JOY 
STICKOR 

strSTfighter 

JOYSTICK 


YOUR CHOICE! THE CONTROL OF 
fHE ARCADE MACHINE OR THE 
CABLE FREE INFRA RED. 
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ORIGINAL SERIES OVER 40 
TAPES, WORTH OVER £400! 

CHOOSE BETWEEN THE NEW 36 
BIT A1200 OR THE TRUSTY A600 

RUN RIOT IN A GAME STORE! 
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WIN TRACY ISLAND AND A BBC 
LIMITED EDITION OF THUNDERBIRDS 
1,2,3,4ANDFAB1 
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YOU'VE SEEN THE MOVIE. 

NOWWINTHEGAME.THEUTEST 
SNES SUCCESS 



EURO 

DISNEY 

EEKEND 


WIN A £250 SHOPPING SPREE!!! 

YES HERE IT IS!....Your chance to grab those vital 
goodies at any branch of Dixons or Currys. Kit 
yourself out with the console of your choice or top 
up your games collection with £25011 

Its so easy to enter.. 

Below you’ll find four of our hintastic prizes that you 
could win by entering one of the competitions on this 
page. Just take a look at the prizes; estimate their 
value; add it all up and let os know the total value 
that you have estimated. Then complete the tie 
breaker and let us have your PRICE BUSTER entry. 

SUPER NINTENDO 

STREET FIGHTER PACK 

PLUS A SUPERSCOPE £_ 


AMIGA 1200 £ 

GAME GEAR WITH 

T.V. TUNER AND SONIC 2 £ 

HARLEY DAVIDSON GEAR £ 



NOW COMPLETE THE FOUOWING SENTENCE: 

I WOULD LIKE TO WIN A £250 SHOPPING SPREE 
BECAUSE. 

TOBITBICMI.. 

0839 40 50 
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BUSINESS 


Welcome to Super XS, a magazine that will 
change the way you play Nintendo 
games...forever. 

Super XS is the only magazine in Britain 
solely dedicated to tips, tactics, cheats, 
codes and fully mapped solutions: over 160 
pages of them! You won’t find any reviews, 
news pages, letters sections or nonsensical 
waffle here, just 100% tips! Interested? 

So far. Super XS is the only magazine to 
recognise the importance of game help for 
console owners. All the other mags print 
maybe ten or even 16 pages of tips each 
issue, but all too often, the games are split 
over several months, leaving you distraught 
and tearing your hair out! We always give 
you the entire in-yer-face solution in one go. 

Every new game that is released will be 
comprehensively busted wide open in every 
issue for our readers to follow. Up-to-date 
cheats and codes are also included where 
applicable, in our Action Replay, Game 
Genie and cheats boxes. The Busters A-Z 
section contains all the latest tips and tactics 
for the hottest games and will soon be 
updated to contain every tip ever printed! 
The definitive tips bible! 

All of the gamesplayers at Super XS are 
seasoned veterans, why not tap their knowl¬ 
edge and send your problem to Super XS 
SOS? We guarantee an answer in the next 
issue and there is a cart for the most per¬ 
plexing puzzle. 

Finally, we can only print solutions and 
playing guides to games we think are caus¬ 
ing you hassles; and there are loads of 
games that we haven’t touched yet. If you 
want us to print the full solution for your 
toughest game next issue, then send your 
suggestions (and a photo) to Reader’s 
Choice at Super XS and we will take it from 
there....No game is too tough. 


Damian Butt 


How n 
man e< 
estabi 
office 
Trek ai 
is on a 
for five 
Cartel 
Trek ar 


Mild-mannered Patrick was 
(almost) sane until he was 
infected by Simon Young’s 
hardcore mic chatter. Now, 
our Tom & Jerry ian is full of 
quaint expressions like 
“where the white women 
at?”, and “come now on a 
ragga tip”. Oh well. 


■ You know the score! Simon 
M has busted just about every 
“ game on the Super NES, 

S but still he wants more! MC 
Young used to be a 
nightclub manager and 

* mm forces everyone else to 


Nicknamed “Satan” by the 
rest of the team (Can’t think 
why?). Damian has brought 
his midas touch for 
completing games to Super 
XS. There’s no game too 
tough for the Buttster, but 
he can’t wait to get his 
sweaty mitts on Star Fox. 


listen to rave and hardcore 
tapes 20 times a night! 






























Use the blocks at the side of the 
hut to gain access to the roof. 
You'll notice on unusual 
arrangement of blocks in the 
middle. Simply break through 
them to enter your first secret 
room, wowzers! 


By ascending on an apple, it is pos¬ 
sible to reach this platform. A total 
waste of time you may think, but bv 
waking up this dozy chicken, you'll 
gain a coin or two. 


Avoid the prickly stretches of the 
vine as the sharp thorns could turn 
your baby-soft skin septic; resulting 
in a severe loss of energy. 


Not only do these huge, 
over-ripe tomatoes look 
appetising, but by jump¬ 
ing on them, Mickey 
can also use them as a 
fast getaway. But be 
careful, don't let them 
run away from you. 


Use this series of blocks 
to manoeuvre Mickey 
over the prickly vines. 
However, be on the 
lookout for hostile 
Bumble Bees. 


Kill the furry Beaver, then 
wander through the centre 
of the lodge to gain a 
secret 2-Up bonus. 


These blocks conceal the entrance 
to the General Store. Once inside, 
you'll have an opportunity to 
spend all of those gold coins 
you've been eageny saving. 


If you manage to ride the giant tomato to the foot of the hill, then 
he ramp will give you enough height to reach this small platform. 

Jump into the treetops and vast wonders await you. 


This third tomato plays a 
key part on this level. 
However, to benefit from its 
uses, Mickey must master the art of vegetable 
balancing as they role uncontrollably down the 
Jope. This can be done by running in the oppo¬ 
site direction, as it gathers momentum. 


Arguably 

the 


game of 1992, 1 

Magical Quest certainly left the office staff 
open-mouthed as they gaped at its picturesque 
graphics, heavenly gameplay, and atmospheric 
overtones. Indeed. Capcom’s Christmas gem 
certainly captivated everyone fortunate enough 
to view its beauty. Now especially for the XS 
readers, we literally tear the game apart, 
exposing all it’s hidden treasures. Read on for 
the ultimate mousy guide, XS style! 


You should have a pretty good 
idea of what you’re up against by 
now, so be cautious of what lies 
around the corner. This level is 
just a straight dash to the exit, so 
make haste and whatever you do, 
don’t look behind you! 


Life is but a downhill 
struggle, and never was a 
truer word said in this 
instance. An incredibly steep hill 
provides all sorts of hazards 
for our hero, so make use 
of the various clouds and 
clocks available. However the 
worst is yet to come as you’ll dis- 
cover at the bottom. 
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this bonus diock, men |ump 
along the small series of 
clouds to the right. Untold 
riches await you (honest!). 


These cute looking 
may look friendly ana 
tionate at first, but one bite 
on the bum from these slime- 
balls and you'll wish you 
hadn't given mem the benifit 
of the doubt! { 


Always try to keep your head 
above water because a frail 
mouse such as yourself could 
quite easily drown in such 


an extra large bonus block con¬ 
taining an extra heart of energy? 


These Star-Fish may look life¬ 
less and stationary at first, but 
once ol' big ears dips his feet in 
the water, they'll instantly come 
to life and home in on you. 


If Mickey lands in the 
drink, use the jump button 
to keep afloat, otherwise, 
you'll helplessly sink into 
the murkey depths. 


Just before the exit, 
Mickey is greeted by a 
stack of golden blocks. 

Bust-'em-up to reveal 
extra coins and energy. 




This repulsive maggot can be killed by lobbing 
blocks at his overgrown head. However, he will 
retaliate by jumping towards you. As he does, jump 
over his deadly tail and land on his head scoring 
further hit points. When his tail is fully depleatea, 
the giant worm will start jumping towards you. A 
couple more well-timed jumps will vanquish this psy- 
chadelic, sabre-toothed, creepy-crawly for ever! 


Make your merry way 
up to the top of me 
level using the various 
blocks that are scat¬ 
tered around. 


Mickey’s wits are now pitted ^ ^ 
against the first big 
guardian. This one takes ^ 
the form of a giant man-eat- ^ ^ 
ing maggot with fangs the 
size of sacrificial knives. To ^ 
kill it, simply observe it’s ^ 
attack patterns and make ^ 
use of the surroundings. 





Level 


Drop into this dark pit to gain access to a secret 
room, once inside, blast the blocks to reveal extra 
coins and an extra heart of energy. 


Having squashed the first guardian, it’s 
straight onto the second stage. Just 
before the action commences, Mickey 
will be awarded with a magicians cos¬ 
tume. Once worn, this suit will provide 
Mickey with untold powers which will 
aid him in his quest. 


By keeping your finger on 
the fire button, Mickey will 
conjure up a huge ball of 
fire. This is very effective 
against this unscary row 
of bouncing monkey nuts! 


Use the springy branches to 
jump to great neights, these will 
help you get to hidden bonus 
blocks and secret platforms. 


Don't dawdle near water, otherwise those hungry 
fish will not hesitate in lunging at you in an attempt 
to drag you into the drink! 
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Take your time passing 


by tliese holes, as the 
speedy woodworm 
won't hestitate in giv¬ 
ing you a nasty nip on 
the ear! 




branches to get to the 
higher sections of the 


Once at these barriers, 
shoot them once to open 
them up, then auickly 
run through before they 
close. It's a good idea to 
shoot the on-coming 
creatures before you 
pass through. 




Try to resist blasting 
every block in sight. 
You'll need to conserve 
your magic for later 
on. 






Use your mighty ^ ' 

onto lKeground.il can 

then be used as a 
handy step up to a 
secret platform leading 
vou to a secret room. 


Quickly blast a path through 
these blocks to make a hasty 
exit. Spend too long da Ilyina 
and you end up skewered like a 
rotten conker! 


This Fire Demon will raise the 
ground from under your very feet. 
Stay nimble on your feet. He can 
be killed by a few well timed blasts 
of magic. 


Ke Aese gold bricia, then pus), 

- moving one into (KeslolTKis 
P^-en.youlro„ being so!S- 
wchedbefweenthem. 


Now deep inside the dark forest, 
Mickey comes to realise that even 
the trees are against him. There’s no 
turning back now, so onward brave 
mouse. This is another straight dash 
to the exit. Beware the clubbing 
Oaks (you’ll see what we mean!), 
and most of all stay out of the water! 


This stage has our intrepid hero wander¬ 
ing through the sap filled trunk of an old 
oak tree. Take note that once in the 
magician’s costume, Mickey can breath 
when upto the ears in fluid. Although 
Mickey’s speed is greatly reduced when 
in the tree, he must still make like a cat 
on a hot tin roof in order to outrun the 
various nasties inhabiting the tree. Their 
bark (ho ho) is worse than their bite. 


Level 


Once out in the open air, 
drop oft the branch and 
enter this door. It will lead 
you to the second shop, 
so be sure to stock up on 
energy before you tackle 
the Tree Demon at the 


On an express 
elevator to hell; 
going down! With 
the spikes touch¬ 
ing the points of 
his ears, Mickey 
must make a 
sharp exit to the 


level. Make dou¬ 
ble sure not to 
stall along the 
way, one uninten- 


could mean cur¬ 
tains! 
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These waters are home 
to scores of mouse eat¬ 
ing fish. Don't satisfy 
their hunger, keep your 
feet dry. 


Observe how these mean-looking trees 
move, then jump over them when their clubs 
ore lowered. 


When A^ese platforms smk 

into llie flames. They fl 

uplikeapetrol-doutfd 

puppy dog, so cool em 

^tfnndiump across. 


^T^and here and keep your fin¬ 
ger on the fire button, then, os 
spidey rears his ugly head, let 
him have it! 


-V for an anticlimax'. 


[)on't stick your head in ( 

rent ol these hofoS'O^ 

erwise it's likely to get 
torched by the flames 

that shoot out at regular 


e to visit this little 
, of blocks, as the 
one contains an 

life. Just make 

you don't lose it 
g to get back upl 


back Into 
sink down 

^o (he water. Ever since you 
(his corf, this solitoV 

„^'‘'’f“''®mai'iecluntooched 
^dunfoond.iys tragic really 


you successfully manage to 

“rronge the b ocks with you°| 

a^rfietop. If will lake you stdi 
(hesbop.sogetfbotl^serK™ 


IS secret room contains r 

“"sand is probably fae< 
“getting there con ofc 


This level puts Mickey straight in the 
Lion’s mouth, or should that be Spider’s? 
Anyway, this is in fact the second 
guardian, and as you’d probably guessed, 
it takes on the form of a grotesque stripy 
Spider (yuk). A constant flow of magic 
bolts to the head will topple this unfash¬ 
ionable thingy from its treacherous web! 
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Keep a constant flow of water flowing in stoney's direction 
no matter what. Then simply concentrate on jumping from 
platform to platform as it rotates. 




Ifyou decide to venture 

#es. To get across, sim- 
fc-9°nthe™vi„g 


hewindwJUizzt/iroughthe 
so^ sore not to stand too c 

^e.orfierwise you'll tv. 


■^/Santa's been early th 
m and he's brought 
horde of mognilrar 
Measure with him. Stoclcui 

'’“ins, points and on extrc 

heart of enerqy. 


Once sprayed with water, 
these funny little octagonal 
shapes will change into ice- 
platforms, often leading you 
up to secret platforms. 


This level puts Mickey face to face with the third guardian. This behemoth is a fire¬ 
breathing gargoyle from hell. You must stand on the platforms surrounding it and con¬ 
stantly spray the sucker with water. Sounds easy? Think again, these platforms rotate 
at a considerable rate of knots making it practically imposible to keep a continuous flow 
of water on the target. With practice you’ll get there, if not, you’re toast! 


When cloathed in red satin and a turban, Mickey will pos¬ 
sess great powers, such as riding on fling carpets, breath¬ 
ing underweater and firing great balls of fire! 


Guardian 


FIREJVtA.N 

By dressing up as fireman Sam, mickey can move great 
weights, soak enemies and prevent major fires from caus¬ 
ing untold damage to the landscape. 






Looking not unlike Danny La-Rue in one of his extremely 
dodgy stageoutfits, Mickey can scale great heights, dis-arm 
guards, and swing like a monkey when dressed in this gear! 






Magical Ouesf certainly takes you from one 
extreme to the other. It wasn’t all that long 
ago you were sweating away in the depths 
of hell. Now you’re landed straight in sub¬ 
zero temperatures clothed only in a ridicu¬ 
lously comical Robin Hood outfit (Ha!). It’s a 
good idea to change back into the fireman 
for this level. 
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Use the flying platform to 

swing over to this secret 
ledoe Bust open the 

bonus block to reveal an 
extra life. 


These stone foces aren't just 

MiVt A ''^"ging points, for 
Mickey to blcli onto. They make 

Wng fee wide ravines, ifKst 


This secret door 


’"^secret doorway 

Wl lead to the shop 
once again. If you've 

gof enough dosh, be 

sure to buy an extra 
heart of enerav 


Jese flying pfot- 

r^s are your ticket 

t«ck up to the exit, 
observe how they 
fnove, and for good¬ 
ness sake don't look 


When you start the level, latch onto one of the 
stone faces. As the Eagle makes a dramatic 
entrance by flying overhead, if you're not suspend¬ 
ed, you're history! When the aiant bird swoops 
down with an egg, quickly snatch it from her, then 
proceed to hurl it back at her head. Simply repeat 
this six times to vanquish this feathers freak! A 


This huge bonus block contains 
enough fruit to feed the whole of 
the third world, far you it means 


a huge points bonus. 


When you see these strange for¬ 
mations in the snow, hop out of 
the way sharpish, otherwise you'll 
be clobbered by nasty little pixies. 


This high-flying bonus block 
contains a much-welcomed 
extra life. 


Try to avoid running into these 
strange looking plants. They serve 
no apparent purpose but to cata¬ 
pult you back in the direction from 
which you came. Very irritating! 


MARCH 1993Sui»iR 


‘it Mickey. For 

carrying a very 
r tL ‘=°a*arne for our 
aext three levels 
— Precision, so get to it! 


This is the fourth guardian, and 
what a killer it is! Not being one 
to tolerate any kind of abuse, 
Momma bird doesn’t like the 
way you’ve been treating her 
precious eggs, so she’s dropped 
in to dish out some justice! 


ardian 















Drop into the water and 
uncover this doorway to the 
shop. When vou re-emerge, 
change into tne mountaineer 
to get out of the water again. 




Lbvel 6-1 


Mickey’s messing with the big boys now! 
Having entered Pete’s castle, he must now 
navigate himself through the labyrinth of corri¬ 
dors in order to find his way to his beloved 
pooch. Mickey has the choice of which cos¬ 
tumes to use against Pete’s minions. We sug¬ 
gest the mountaineer for climbing prowess. 


Change into the mountaineer, then 
use your hook to swipe the guards 
shields leavina them defensless. 


Change into the magician, then sink into 
the water to reveal this bonus block con¬ 
taining an extra heart of ener^^ 


Mickeys second 

encounter with the cold is 
yet another simple dash 
to the exit. This one is 
slightly more enjoyable 
than the others because 
there are ice chariots 
lying around just waiting 
to be thrashed by boy- 
racer Mickey. However 
don’t stay on too long, 
otherwise you’ll meet a 
stickey end at the bottom 
of some cavern with a 
nasty case of frost bite on 
the behind! 


Level 






5-2 


This bonus block contains an extra life, 
praise the L 


Lord! 


Instead of shooting these flying 
helmets, use them as a handy 
series of stepping stones to cross 
> wide caverns. 






Use the funny hovering trampolines to 


high 


platforms 


gam 


access 


There's quite a lar 
here, so be sure k 
good run up befo 
to hurdle it. 


12 


Super MARCH 1993 




































































Jump off the ice chariots 
before you run into 
these, otherwise it's a 
one-way ticket back to 
where you started from. 


could present problems if 
you aren't nimble on the 
controls. Landing on a 
sheep ice slope with the 
brakes full on is guar- 
enteed to end in disaster. 


As this oversized snaggle-tooth skates around, soak 
him with a steady jet of water, then when he stops 
and spits snowballs at you, jump and freeze him with 
your hose. When your water runs out, change into 
the magician and continue the attack with fireballs. 

This sucker will soon give up the ghost! 


Shoot the scroll and watch in amazement as it 
transforms into a magic carpet before your very 
eyes. Now hop on and drift over to the right. 


Use left and right to determine the direction in 
which you fly on the carpet. 


This exit will take you through to the second 
stage of the castle. The others are simply 
red-herrings put in to confuse you. 


^ The blocks with arrows on, can 
be used to reach higher plat¬ 
forms, Simply give them a spin, 
hop on and lift off! 
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This is the fifth guardian, and what a 
freak of nature this guy is (even by 
Disney standards!). It is in fact a gigan¬ 
tic, ice-skating Walrus, with less regard 
for human safety than Brian Damage 
driving up the wrong lane on a particu¬ 
larly busy dual carrigeway! A quick 
change and a steady finger is what’s 
needed to win the day here, do you 


Guardian 


qualify? 


1 I I 1,. i, T 
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cropper 

hVerem®™"? 


aVfe'""®' 


tV^e P« 


iOn 

^o\ se3^ 

, sS^"?Sr^^»rsa»-5'*- 

•t s ?"jj» 


on 


^ ^ i 


You encountered this bouncing Demon back in the 
dark forest. Thankfully he’s just as easy to kill, simply 
use the magician’s fireballs to dig an early grave for 
this ugly fat slob! However, lookout for his head-cut¬ 
ting grass skirt and deadly lunge. 


One'o''‘''’°\^tvi\\spe" 

(or hAicW- 


ChEmGE bating: E^y-^ XS on 

If you think you in this issue, why not 

"n^y of the games cov^^f^'^ther with proot ‘o 

front of the mag 




lUiVvh'' 


The chonce i® P^', come 5^" 


enouQ' 


These pots will spring to life during 
your merry jaunt through this cor¬ 
ridor, so keep that hose handy. 


Cartridge supplied by: 

The Disney characters 
at 

The Video Game Centre 
Tel (0202) 527314 


This final level is indeed a real tin¬ 
ker, for not only will Mickey face 
deadly cannonballs, fierce pots, and 
mean guards, but he’ll also come 
face to face with some old enemies 
that he wished he’d left back at the 
start. Ha, dream on Mickey! 


nn I 
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This bonus block contains on extra heart of 
energy which could come in very handy for 
the final showdown. 


Push this 
block into 
the wall, 
then jump 
on top of 
the exit and 
wait for it 
to come 
down and 
take you up 
to the secret 
platform. 


Use your hose to push the 
blocks into a handy position to 
transport you to higher plat¬ 
forms. 


Use your hose to 
push the blocks 
into a suitable 
position so as to 
help you climb to 
the top of the 
tower. 


The cannon operators 
can be killed by a 
quick bounce on the 
head. But time it well 
otherwise you'll end 
up with a cannon ball 
enema! 


This hell-raiser has still got a sore head from when you bashed 
him in the underworld. Now he’s back for revenge. Don’t give him 
the satisfation, simply blast this sorry creature in the same fash¬ 
ion as before, then continue to root out the villainous Emperor. 


I Your quest 


in smiles or tear 
r :■ ! attempt to attack > 
fal ways, each ci 

f, • attacked. Use the i 
ra* ; costume and fire 
fc I bails at his head 
hes vulnerable | 
gs several hits so i 
and win the rtawt ' 


Having made it to the top of the tower, 
Mickey must now find the exit that will 
bring him face to face with Emperor 
Pete. Choose wisely because the others 
will bring you to an unneccessary con¬ 
flict with your old enemies. Just follow 
our guide to the right exit first time. 
Luckily Super XS has been here before! 
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The first level is a simple introduction, 
of coins and power-ups, specially placed 
there for novices and beginners. Don't 
miss out on any of the coins - they are all 
easy to get and those fruit machines can 
be very rewarding! 


Reaching the space 
zone is an adven¬ 
ture in itself; one 
bubble ride later 
and you are ready 
to don a space suit 
and fly amongst the 
stars. Cosmic! 


power-up as soon os you 
possibly can - you shouldn't 
nave much difficulty holding 
onto it in this level. 


question 


is worth getting! 


Super Mario needs no introduction. The 
most popular video game character in his¬ 
tory, his NES games have grossed more 
than Spielberg’s ET, and helped to 
thrust video games to the forefront of 
popular culture. Now Mario is back! This 
time, in a sequel to his original Game Boy 
adventure, and, to use a time honoured 
ciiche, it is far bigger, better and badder 
than before. Yet nothing is bigger, better or 
badder than the Super XS team, who have, 
once more, put together the ultimate solu¬ 
tion to Super Mario Land 2, 


Bonus Level 




Ma 


Everything gets 
even smaller in the 
Macro Zone (as if it 
wasn't small enough 
already!). A sewer 
rat finishes off what 
is probably the 


toughest zone of the 
lot. 
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,1 at the end of a 
e able to enter 
rooms! 


By ringing tne d« 
level, you w\ll b 
one of the bonus 


bonus 

BOO MIS 


Mario Zone doesn't have that much 
in common with Mario - it has more 
to do with cogs and Lego bricks. Still, 
with all of its twisting and turning 
hazards, it proves to be a bit more 
difficult than most other zones. 


Fruit Machine 


By visiting the fruit machine, 
you can gamble coins for 
extra lives. For the really big 
wins you have to fork out 
999 coins, but just check out 
all of those extra lives 
(above) to be won! 


The final stage! Only after you have 
collected all six coins, one from 
each zone, can you go to the castle 
and kick Wario's butt! If you lose all 
of your lives, you have to visit all of 
the guardians again and defeat 
them to retrieve the coins. 


Turtle Z 


The Turtle Zone 
takes place under¬ 
water and inside 
the stomach of a 
whale - not a pretty 
sight! You will have 
to get used to some 
very strange con¬ 
trols down here. 
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I Stand next to the pipe to prevent the To get through these blocks, you 

E 'la plants from popping their need to be Super Mario or bigger, 

out. and then perform a spin-jump. 


Drop down this pipe to earn yourself some 
easy money - the more you have, the more 
you can play on the fruitiesi 






Lots of witches, 
zombies and ghosts 
inhabit the Pumpkin 
Zone, although it’s 
hardly Nightmare On 
Elm Street. The only 
really testing part is 
the Witch at the end 
of the zone. 




PUldPK IK* ZONE 


Stop off at the spot next to the Tree 
Zone and you will come across a num¬ 
ber of coins and power-ups. As with 
the first level, it's not particularly diffi¬ 
cult so get everything that you can! 


Cartridge supplied by: 

The Video Game Centre 
(0202) 527314 




























































































































Head up fhe pipe to get to even 
more bonuses, including an extra 


Many ghouls and nasties 
await in the first of the 
Pumpkin levels. Numerous 
hockey monsters, falling 
spikes and piranha plants 
line the floors and walls, so 
the superball power is defi¬ 
nitely advised. 


As soon as you reach these chains, keep 
ning and you will avoid the creatures who 
climb down them. 


Get the bell and you will start from 
here when you die. 



Jump off of this block to get to the 
coins on top of the buildings. 


Fr'j'tF 


rFFFfT-i 


reward you 
rnushrooms 
for the flames 


screen. 


BiaiMiiBBua 


Sprint under the skulls and bouncing 
enemies - stopping will prove pretty 
oainful! 


Wait until the Piranha Plant has 
disappeared into its lair, before 
proceeding. 


piranha though! 


Speed is the key if you want to attempt to Don't be too worried if you fall 
make the jump onto the higher ledge. All down any of these holes, as there 
the blocks have coins. is a way out of each one. None of 

them mean imminent death. 


Just watch your back 
and time your 
jumps,and you’ve 
nearly completed the 
Pumpkin zone. 


Plenty of coins for the taking in each of 
these bonus blocks, 


Your biggest problems here will be the 
headless fish, and, of course, the 
usual assortment of ghosts and 
spikes, all Intent on robbing you of 
your life! 


Pumpkin 4 





To be able to collect as many coins as possible, rapidly press the fly button - just hold¬ 
ing the button will result in you gliding down slowly. 



Tt% 


, TaarsiEiEftifgiRiEi 


aii|^ p iBjtti 




> 


As with all of the bonus levels, there 


are tons of available goodies, but to get 
them you must time your jumps per¬ 
fectly on this one. This level is reached 
from Pumpkin 


The scariest of all levels, with a variety 
of spine tingling enemies including 
ghosts, psycho hockey masks, and of 
course, the witch at the end of the 
level.There are also two secret levels 
to discover on this stage. 




When the witch first 
appears, one of the pot 
lids will shake - move 
away from this as it will 
propel you into the spikes 
above. Use this time to 
jump onto the witches 
head (usually from the 
middle pot). Three hits. 
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Jump over Drac ifien go 
for the bell for a bonus 
gome. 


Hop over the gap so that you can 
fight Dracula! Bounce on his bats to 
reach a secret room with a 1 -up. 


iread your ears and Hy 
to the bell to reach the 
bonus machine. 


Jump into the water and you willj 
reach secret zone one! Swim down 
the tube and then dodge the piran¬ 
has to the pipe. You will need to be 
super Mario to bust the blocks over 
the pipe. 


Face the ghosts, then make a 
quick dasn for your destination. 
Turn around and face them when 
they get too close, then make 
another quick dash for the end 
pipeJhere is a 1 -up and a mush¬ 
room for you to collect. 


You can reach the second 
secret zone by flapping 
your ears off the top of the 
final step to the secret room 
below, the map is on the 
left side of the page. 


9 The blocks in this room, disappear and re-appear at reg¬ 
ular intervals but they always remain solid, even when 
you cannot see anything. 


As with all of the falling 
spikes, timing is the key to 
staying alive. Always run 
under them as they rise ba 


Look for clues like this 
coin arrow in the game. 
This shows you that there 
is a secret level above. 


If you leave bv any of these pipes, you will 
hit bonus blocKS that can be collected when 
you leave. 


Time your jumps until the last minute, you can 
always return benind the baddies to collect any¬ 
thing you've missed. 


To exit this pit, you must leave by the 
end pipe on the left, as the others 
will be blocked as you try to leave. 


These cogs are slowly moving 
down so if you land on them, 
keep jumping to stay afloat. 
The exit is through the pipe. 


Although there are plenty of coins here, 
there are also plenty of Koopas as well. 
Avoid rather than confront them. Watch 
out for the spikes on the floor. 


Don't even attempt to 
get through these 
blocks if you don't 
have your super ball. 


Just keep jumping up to avoid tfie 


land mines at the bottom. 


There are large amounts of coins here, 
but you must use your super ball to get 
through the blocks. 


These rotating cogs will 
be your greatest prob¬ 
lem, as they will try to 
throw you off. Jump off, 
or through them as 
quickly as possible. 


Collect your bunny hat from the 
bonus block to avoid the spikes 
and get the bell. 


There are absolutely oodles of 
extra items to be collected, but 
only if you’ve got your bunny 
ears on. You can get invincibility 
on the lower route, use it to get 
1-ups by hitting koopas. 


You are now 
inside the work¬ 
ings of the giant 
Mario. You will 
need to use all 
of your jumping 
skills to negoti¬ 
ate this one! 
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point going for the bonus blocks, unless 
you really are short of cash or power. 


Drop into the water and hit the 
blocks as you go through. 


V/bikaiongriTeR^n^^ 


Try to get as manv powers and 
coins from the blocks on the way 
up and then continue to the right. 


If you don't have the Bunny 
power then collect as many coins 
by jumping up from the edge of 


Bill has shot bv, then head to 
the top wnere it is a little 


The majority of 
the Turtle stage 
takes place 
underwater, 
bringing with it, 
aquatic antago- 
nisers with an 
attitude. There 
are a few chasms 
tucked away, yet 
the rewards are M 


minimal, so just 
head for the exit, 


The third Turtle level is pret¬ 
ty much the same as the 
others, only with even less 
Turtles! The Bunny Mario 
power is probably the best 
to have for these areas, so if 
you have it, stick with it! 


iMario 2 


block ro receive 
your first mush¬ 
room on this level. 


The main enemies you will come up 
against here are the bazooka pigs and 
flying Goombas. Watch out for the spiky 
bubbles - one prick and Mario’s history! 


I Time your jumps 
well as you will find 
yourself jumping up 
a level instead of 
hitting the bonus 
blocks. 


Time your jumps, until the Bazooka Bill has passed, as 
you will have a few seconds before the next one is 
launched 


Ride these moving blocks 
along the wires. You will 
occasionally have to jump 
to avoid the approaching 
Bazooka 


To get this extra life | 
you must drop through 
the second pipe on the 
right. 


Never hit this bonus block as you will 
release a killer clown. 


You can jump onto the dark blocks that the spikes rotate around 
> without getting any damage. 




Go through the small gap to reach a mini¬ 
bonus room. 


This level looks more 
like Mario in Legoland! 
The rotating spikes 
and Bazooka Bills will 
be your biggest prob¬ 
lems. 


Turtle T 


The fish on this level will home in on Mario, so don't stay 
in one place for too long and lure the fish in the opposite 
direction. 


Ynii <;tnrr nff nrniinri hprp — fhprp'c littip 






Tree zone is full of all the insects and 
bugs that you would associate with trees. 
Take the upper or lower routes. 


I The route you choose through this level 
is not really important, iust make sure 
you collect as many coins as possible. 


Jump up into the air here to make a block 
appear. Continue lumping up and you will 
build a ladder of blocks to an extra life. 
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lime Dunny ears it you wanr 
to reach the bonus round. 







Use the crabber to transport you| 
across the spikes and straight to 
the bonus round. 


^ ai 0 tv^ blocks wi 11 appea r to 
you access to the secret room above. To get through 
blocks at the top right, you will need your super-ball 


Jump on these balls to be 
able to ride your way 
along the chains. 


If you want to wimp out, you can take the top 
platform - however, the more precarious bottom 
lair holds more rewards. 





t)> <]». i)> a)» <> i'P if: i'P *» <P <j» Co 


jt.,1 , I,,,,I—— ' '“1.^ Go to the third block for a Leap over the circular saws which Time it right and Mario will ^t''^ 

mushroom or superball cut through the platforms. run under the spinning minion 


power-up. 


Press the jump button repeatedly to swim faster. 


Swim carefullv 


h this area as piran- 


and then leap on the Koopa. 


You will need to get on this block 
to reach the bell at the end. 


has will attack in the confined gaps 






i-.. 




The first level of Turtle is fairly easy as long 



Follow the map to find your way to the 
bottom right. 


O Try to reach the platforms, 
and then use the Bunnv 
^ power to reach the bell. 


When going around here, 
try to collect the extra 
lives. 


Position yourself above the 
coins and then drop throug 
get out, jump up through m 


Here you have to avoid teeth from above and 
below. Try to slide through the jelly, and tap the 
jump button occasionally to give yourself extra lift. 


The jelly will allow Mario to slip through 
but you must guide yourself to the coins 


or risk being spiked by the teeth. 


as the fish don’t get you! The last section is 
very tricky but you will need to master swim¬ 
ming skills for the later levels. 





Pos^Hon yoursdf under tiieliell^S^^j^ 

pop up out of the water to ring the 
bell. This will mark your position. 


There are plenty of coins and bonus 
items to be grabbed from these 
blocks. 
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Drop down through the jelly to 
reach a for easier section. You 
can gain the Bunny Mario 


You will be able to collect your first 
3wer-up item from the bonus blocks 
here. 


powers by bashing the block 
at the end of the pipe - you 
will need this to collect the 
coins and avoid the spikes. 




Jump directly up from 
below to get onto the 
passing platforms. 


If you're short of cash, use the Bunny Mario 
power to reach the coins. 


Stand next to this pot to prevent the 
piranha plant from raising its ugly 




when the flying enemies have gone down, hop on 
their heads, then jump again to reach the other side 
unscathed. 


Plenty of gooey jelly can 
be found on this level - 
continually tap the jump 
button to work your way 
through it. 


To get to the top, you will 
have to negotiate the 
leaves and moving plat¬ 
forms. 


Id times , 

gpl, ®99 will I 


You will find that this is a very treacherous 
zone.You must time your jumps perfectly, 
as one slip will mean certain doom. 


To get to the secret level, get the Bunny 
ears and go through Tree 2, fly over the gap 
to the secret door. 



Take the moving platform through the water to 
reach a power-up block, and avoid a baddy on the 
top pathway. 


lem can be 
dangerous. 




"Arghhhhhhhhhhhhh!" 
Try to catch the coins as 
you fall - anticipate their 
position by looking at our 
glorious map. 


You can collect a c 
watch out for tr 


wer-up item from the bonus block, but 
Piranha plant in the second plant 


n 


A 


& 



You must watch all directions on this level as the bad guys 
seem to come from everywhere! The Macro zone is fairly 
straightforward but watch out for technical terrors. 



Dm 


The second pot contains a 
spitting piranha plant. 


Smash this bonus block to 
receive the Bunny power. 




Watch out for the Goombas and piran¬ 
ha plants on this level as they could 
cause you some real troubles if you 
don’t time your jumps just right. 


Smosh the bonus block to 
receive the powers that qive 


Jump up and down here to 
make invisible blocks appear, 
to carry you up to an area 
that's packed with bonuses! 
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As usual, run past when the bees have 
gone back up. 


Smash this bonus block to be rewarded 


with superball Mario. 


Go down the large pipe to access the 

bonuses. 


There are plenty of bonus blocks 
here - just watch out for the bees! 






You will find it much easier to go 
across the top of this section. 




There are plenty of bonus blocks here. If you 
are superball Mario, you can stand between 
the two layers, hit one row from below and 
spin into the lower blocks. 




Use the moving clouds to aid your 
passage across this treacherous sec¬ 
tion. 


You will find it a lot easier as 
Bunny Mario to just fly straight 

along and grab the coins. . , r . , 

There are plenty ot coins here 

just for the taking! 


Going through this door will 
give you access to one of the 
secret zones. 




Be sure to jump off the falling platform 
before you reach the bottom or you 
will lose a life. 


Once you have got to the top via 
the invisible blocks, you will be well 
on your way to a decent go on the 

slot machines! A 


that halfway bell. 


As Bunny Mario, leap off the 
top of the ledge and onto the 
moving platform to reach the 


Just when you thought you'd 
never reach it, here's the 
halfway bell! 


If you jump to make the invisible blocks appear, you will be 
able to climb up to the platform full of bonuses. 


Jump up and down here to 
make some invisible blocks 
appear. 


Give Mario a thrill, and ring this 
bell for him! 


across these platforms. Make 
certain you do not touch the 
names at the bottom. 


This is a pretty straightforward level 
and you should not run into too many 
problems. Now that you have battled 
your way to the top of the tree, you 
must fight your way through an array 
of arboreal enemies. 


Macro zone is just an 
overgrown version of 
Mario’s house (or so we’re 
told!). It’s not particularly 
difficult to complete and 
you should be able to 
reach the bonus bells very 
easily. 
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There is an extra life in here, but a little 
guy will try to nick it, so chase after him 
and grab that heart! 


It you go tor the coins, you will have tc 
be careful since the conveyor belt will 
pull you towards the spikes - jump up 
just before you reach it to get out. 


Don't run into the spikes 
when you are in your bub¬ 
ble, otherwise it's pop time! 


Get into one of the bubbles, then travel 
right across the top to the right where the 
Space zone awaits! You should not be hit. 


*3>0'G> 

m 




If your bubble has burst, you will be able to 
get a new one here! 


Heaped books line Mario’s library. 
There’s a little thief who tries to 
steal your extra lives in some of the 
bonus blocks, so you will have to 
hurry to get those hearts! 



This star zone is mega-tough. Due 
to the weightlessness, Mario must 
anticipate jumps far in advance. 
The stars will instantly kill Mario so 
you must leap up in your spacesuit 
and fly through the mazes of stars. 
Bonuses hang tantalisingly in the 
air but some are just too risky to 
reach. In addition, the screen con¬ 
stantly scrolls, so be quick! 


Now that Mario has flown to the moon, he must get 
used to the extra lift from less gravity. Consequently, 
Mario’s jumps are longer and he can reach platforms 
that were impossible before. The key thing to remember 
on this level is that some of the rocks are in the shape 
of fingers pointing up; if you leap in that direction, you 
will reveal hidden blocks and bonuses. 


Go to the top of the screen and stay 
there o make it across this section I 


Space 1 


Get to this extra life by finding all the hidden plat¬ 
forms (as shown). There are loads of hidden 
blocks on this level, so keep jumping everywhere. 


Space 2 


■Ar ☆ A iV 6, 0 


Stay to the bottom of the screen and use just ^ 

small leaps to avoid the different stars. 


If you fall through the gaps here, you will miss 
out on the bonuses, like the two I -ups in this 


If you need a power-up, fly to the top and 
hit the block. 



How about this for a test of floating skills. 
Mario has to leap up and then guide himself 
through the tight gaps between spikes. 



The purpose of these blocks 
is to try and knock you 
down the gaps before you 
land on the platforms 
beyond. 


























I -'sy .a 




ilicryvsli 






This is the secret level. 
Mario only gets the 
bonuses if he can bal¬ 
ance on the thin pillars 
of rock. With the extra 
jumps, this makes 
landing on a small area 
a lot more difficult. A 
very easy level. 


Hammer fists will crush Mario here. The best way to deal with them, is to make sure you are Super 
Mario and run straight into the dangers, you will miss the first two and leap past the last one. * 


Each of these bone 
platforms disap¬ 
pear after you 
have touched it 
You have to be 
retrained in your 
jumping because 
there are spikes on 
the roof. 


of these skull platforms will 
disintergrate as soon as you 
hit them. Keep leaping to 
avoid falling into the drink! 
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To get out of this safely, drop down and 


Obviously you won't be able to fly 
around this area, otherwise you will 
impale yourself on the spikes. Also be 
sure to hit the halfway belt. 


get the coins and then jump rather than 
run to the right. 


It's probably not worth risking your bubble to 
get the coins here. You will ne^ it if you wan 
reach the space zone through the top door. 


Here's is the secret exit; 
make sure you get all 
the coins on the way. 


Get to the secret Space zone 
from these platforms. You will 


The finger of rock here tells you 
that there is a platform near it, 
and, hey presto, there is. 


have to leap from the blocks at 


With the scrolling of the level, this little test of endurance 
is very tough. Luckily, there is a bell nearby, so if you 


How about this for a test of floating skills. 


Mario has to leap up and then guide himself 
through the tight gaps between spikes. 
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always follows the same oat. 

acraL tL^ entered. When 
Tie J'ou Will be 

r\r'‘ ®° yon can avoid him ac 
hree hits will finish the rat. 


Vitirio 


Space Guardian 

Float to the top of the 
' 'C screen and the laser 

beam will totally miss you. 
Now move right and left to 
avoid the exploding mis- 
^ * siles and drop onto his 

head when he swoops 
across the screen. 


Bounce on the balls 
twice to vanquish each 
one. The order is one, 
then two rooms with 
two each inside. 


guardians. The castle is 
the ultimate test of all Mario’s skills. 
The first section has you leaping and 
ducking under swinging balls and 
te£a^K§§33is^ii lava pits. Huge hammer fists will try 
to pound you on the second level 
and then it is a race against hot time 
through more lava pits, skulls and 
then finally Wario! Can you stand the 

Host'? 
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'ery useW Heart, 
one hit Horn any 
.ngontoitlorm 
long as possible. 


This balloon contains 

te will prated 

advancing rats. Try to 


lolyourvray. 


Grab all the carrots you 
-an not only will they gwe 

■”!ouane.rtrali(ebutyou 

will be able to see in the 
dark! For the extra lite you 
will need thirty or more. 


To get Spindizzy to become a 
whirlwind just press the 'B' but¬ 
ton. Use this move sparingly as 
it takes some time to recharge 
(Spindizzy's energy. 


Make straight for the exit 
and jump right into the 
next level. ( 


WAAAKKl 


useful friend ' 
3 Tasmanian 
light forward, 

I can, you will 
le. The main 
the pesky rats. 


you start in a valley an ^ 

;Seryl-encoun^ 


Tiny Toons are doin’ it for 
themselves and are about to 
hit your screens. Buster 
Bunny has had his girlfriend 
kidnapped by a spoilt brat 
called Montana Max who lives 
in a castle surrounded by 23 
madcap levels. Sizzling car¬ 
toon graphics, huge sprawling 
levels and all your favourite 
characters are Included in 
this Marioesque masterpiece! 


TINY 
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Burst this balloon and 
you will be able to 
change into the char¬ 
acter you chose at the 
beginning of the level. 

In this case, the 
Tasmanian devil. 


When you land here wait for a rat to 
attack, when it does jump and kill 
him. If you try it further on, you will 
tend to hit the roof of the cave and it 
will be you who gets killed. 


Jump from here when the duck is 
descending so that you bounce off 
his head and collect the carrots. 


Lcorehl-^. 


CO 


Get as close to the Ljge as youw 

can to make the jump from this 


platform to its larger neighbour 


This level although similar to the first has more rats to 
contend with and requires some accurate jumping. It is 
here that Spindizzy will show his prowess as a rat 
catcher. Don’t forget the carrots, the more you ge,t the 
more lives you will get from Hamton. 
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Go through this door for your 
first meeting with Hamton Pig , 
for every thirty carrots he will 
give you an extra life. 


Run straight past the dog with the 
weights before he has a chance to 

forow them at^ou^j^ 


CO 


To reach this platform ^ 
you must leap from the 
top of the previous 
platform. If you are the 
cat then you can climb 
up the wall if you miss. 


This little girl just loves f 


cuddle bunny rabbits, so \ 


as she runs towards jj 


you hop over her head ^ 


to the other side. Do 

^ V _ 

this twice and an exit ( 


will appear take it to the | 

"Vir ^r-^ r- r--' 

next level. I* 

i 

i 



Use Spindizzy again for this section, 
his lethal spin will prove most effective 
against the many enemies you will 
face. There are more balloons to col¬ 
lect but only pick up the Toon-A-Round 
(swaps characters) star if it will aid in 
your quest to find Babs. As well as rats 
you will meet up with Halloween 
pumpkins out to stop you. 


Come through here slowly as 
two pumpkins will appear from 
the right. Jump on them once 
and they will stop jumping a 
second time and explode. 
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w Burst this balloon for the first 
Toon-A-Round, use it to change 
into Spindizzy Devil. 


inside this balloon is a clock fP 
which will freeze time. You will 
need this to complete the level 
and pick up a nice time bonus. 

Use Spindizzy's spin attack to 


If your nerve is flagging in this 

As you reach the top, make 


get past the ghosts of the castle. 
Tnere are two sets to get past 
so take a rest while you 
recharge Dizzy's energy. i 


dark castle, drop down to this 

sure that Spindizzy has full 


■f 

platform and get the heart in 

this balloon. A 

energy because you are going 
to need it to beat the ghosts. At 



Stand on the edge and keep the run button pressed so that your 
Toon passes under the spikes before they hit you. 


















































































Run up fast to the edge then jump using 
Plucky Duck and he will fly straignt over this 
gap. Doing this saves valuable time.. 


Grab the balloon here to change 
from Buster to Plucky you are going 
to need him shortly. 


This quicksand could be a prob¬ 
lem if you forget to jump, all you 
have to do is keep jumping and 
you clear the sticky mess. 


fhen swimming here stay ® 

close to the top.® you cam 

(his way you will be able to 

float straight over the^ 


Burst this balloon 

heart. 


When you get to this point, a 
strong current will take you up. If 
you nave thirty or more carrots, 
take the top route to Hamton's 
house, if not take the low road.i 


Wait for the urchins to meet underneath the bar 
then swim straight over the top avoiding all con¬ 
tact with themj 










This balloon is a Toon-A-Around 
star, only use it if you are not Plucky 
Duck. 


This door leads to 
Hamton's bonus room. It's 
only worth your while if 
you have enough carrots 
for extra lives. 


Use Plucky to swim up this pas¬ 
sage and over the barriers on 
either side. You can now swim 
through the green background 
and explore the whole level. j 


Once here jump off and 
fly down to the door thus 
dearing any lurking ene¬ 
mies.. i 












' Stay close to the ceil¬ 
ing to avoid trouble 
with sea urchins. As 
you reach the large 
gap, go up to miss the 


Make sure that you 
have full energy and 
rise slowly as the jelly¬ 
fish meet. Blast them 
then race straight to 
the top and out to the 
exit. 


When you come through here go 
straight up to avoid the fish. Press 
the 'B' button for a whirlpool attack 
to get rid of the fish altogether. 
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Plucky Duck is the character to pick 
for this level as his swimming skills 
are far greater than the rest of your 
pals. You will have quicksand and evil 
fish to contend with but keep jumping 
and diving and you will survive. Later 
on, look out for invincible sea urchins. 


If you have Plucky Duck this long swim of a level is no 
problem. Check out all the air spaces for hearts and 
Hamton’s. Hide out but watch out for manic fish and invin¬ 
cible sea urchins (Dr M’s favourite food). 
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Wateh the pattern of (he pirates 

fea*™**'"* 


^hereto pass by the mast. Watch 
pirates when you e^ 

°-'ntentonmahing.bK 


Avoid the rum barrels like 
the plague. Touch one and 
you're history, they 
explode on contact! 


L3, it iiT T i T’ 


^Tvour first view of the captain's quar¬ 
ters is here. Run to the left and drop 
down onto the second floor. Any rats 
you meet will hurl anvils at you so 
stand back to avoid them, then jump 
on their heads. 


These roof tiles will drop down onto 
you if you hang around long enough. 
Run through at full tilt to avoid becom¬ 
ing a permanent resident. 


picked Spindizzy Aten SP'" 


These blocks fall away from 
underneath you, so leap off as 
soon as you touch them. Toons 
don't get second chances. 


There is a skunk waiting for you 
here so dispose of him before 
carrying on to the exit. 


More collapsing blocks to hinder' 
your progress. Apart from the 
blocks, rats run up the side of the 
tree so jump as soon as you 
reach the top. 


This little stinker is a skunk and 
can only be beaten if he is station¬ 
ary. Let him spin towards you then 
jump on his head. 


Be quick over the tops of 
these trunks or rats will 
knock you into a pit. 


To find the true exit 
to this level, Buster 
must come below 
decks and face a 
barrage of anvil¬ 
throwing rats, falling 
spiked ceiling tiles 
and exploding rum 
barrels. There are so 
few dangers to face, 
so get through as 
fast as possible to 
save time. 


To skupper the skipper, go to the top plat¬ 
forms so you can drop onto him when he 
moves down. After each hit, a barrel will 
appear, drop to the bottom to avoid being 
hit by it. Captain Fishy only takes three hits. 
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around you. 


■SfjtJrfu 


sick Elmyra agan^ 

I as before, wart for 

n for the door using 


It’s that love- 
appears ther 
down and ru 




Be quick Hi rough here so that you^ 
stay one step ahead of the flying 
enemies who will be buzzing all 
around you. 


You will need this balloon as it 
contains a heart to protect you 


This is the entrance to Hamton's 


This second part to 
the woods contains 
Hamton’s house and 
many nasty surpris¬ 
es in the form of bats 
and bees. These 
creatures swoop out 
of the trees to attack 
you so watch out for 
the flashing claws in 
the trunks. 


Use Furrball to climb straight up and 
over the top of the tree trunk. This 
way you miss coming close to a tree 
mouth and 


Bunny, if not then just ignore it. 


noube, oiiiy opmuiz^iy luii yci lu n u/ 
spin-bashing his way through ^e 




trouble 


Don't hang ( 
around here or 
the birds and the 
bees will get you! 

Watch for birds 
and jump on them 
or over them don't 
try to jump under 
them. 


Jump from here to clear the bats and 
give yourself easy access to the exit4 


Each time you return to the map if you have 
eleven or a multiple of eleven, you will be 
warped to Duck Vader! Bounce off the 
stormtroopers to reach Vader’s head. Hit 
him three times and three lives are yours. 


From the trees to the 
caves. Vampire bats 
find that Buster’s 


favourite cocktail. 
Watch out for the 
waterfalls near the 
start or Buster will be 
sucked to a watery 
grave. Nasty! 


Drop onto the first step and c 
bat will fly out at you, duck 
down and it will go straight 
over the top of you. Use the 
same method on the next step. 


Jump from here to the 
single block then back to 
the main rock face. Now 
climb straight up and 


With the bats that appear 
here, jump on them or over 
them not under them if you 
want to survive. 


you wilf not make it. Drop down 
into the water and swim as close 
to the surface as you can; in this 
way the fish will pass harmlessly 
underneath you. 


This balloon is a Toon-A-Round,l 
to get to it you must jump from 
the door to the blocks and then 
across. Unless you really need it 
^don't waste time getting it. 




over. 




30 


Super MARCH 1993 






























































































You will find a Toon-A- 
Round star here if you wani 


Grab this balloon for a much 
needed heart. You will need it 
later when the level gets harder. 


or right. If they move 
to the right Fido will 
fall onto the left 
block once there, 
jump on his head. 


^ fast and accurate. 




From the carrots ii 


More cats and dogs to traverse, use the same tech¬ 
nique as before and you will sail past them.| 


Look out for stray cans from the 
cats, they will follow y^^ 


Unlike the others, this 
level has a real chal¬ 
lenge to it. Falling 
spiked balls requiring 
exact timing and fast 
moving rats pose just 
some of the problems. 
If you still have Furrball 
then your task will be a 
lot easier as he can 
climb up the sides of 
the rock face. 


' Start your advance as the ball is just 
beginning to rise, then dash under it. 
Once clear, jump over the second ball. 

If you are Furrball, climb straight up the 
side of the cliff, if not go left and down. 


One advantage with taking the low^ 
road is that there is a heart to be 
had, floating above this platform. 




Collect os many of (Ik 


can visit Homton lalrrond T.V 


you 


lives 
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Go past the exit 
and carry on up 
for a heart that 
you will need in 
the next stage. 


ICareWvAeniomping 

the lyres, some of 

^ave tom cats m them 

ihrowing tin cans a 

you. Pull back and 

lump on their fieods to 

Ushthemott. 


Jump straight up to 
avoid rats and 
falling birds, use 
Furrball's climbing 
skills to grab the 
side of the block. 


When jumping for the moving 
blocks press the 'B' button to 
increase the distance you jump 
and time it so that the block is 
moving towards you when you 
I jump. 


Level 5-1 


Time your jump so that 
you land on top of the 
jumping rat. 


Climb straight up 
the wall to this point, 
then jump across. 
This saves you time 
ana energy. 


If you have Plucky as a partner 
then take out this balloon if not 
then ignore It. 


Level 5-2 


If you haven't got 
Furrball then you will 
need to time your 
jumps well to make it 
to the moving blocks. 


"The hills are alive with the 
sound of Gogo the dodo"! 
Notice the attractive scenery 
on this picturesque level. 

Lovely innit! A 


Inside this balloorv 
is a Toon-A-Round 
star, if you want 
Furrball, now is the 
time to change. 




Don't wait here too 
long or the giant carrot 
will jump on you. Leap 
on him before he gets 
a chance to damage 
you. 




IPart number three of GoGo, use 
the small blocks to get to him. 


Use Furrball 
and you can 
climb straight 
up the wall and 
jump onto the 
top platform. 
This cuts out 
the danger of 
landing on 
Elmyra when 
jumping for the 
lower platforms. 


Make sure you have 
Furrball for this level, he 
will greatly speed up 
completion with his wall 
climbing talents. Look 
out for birds falling from 
above and jumping rats. 


No moving blocks here but 


your timer is run¬ 
ning out and there are some weird and 
wacky creatures throwing balls at you. Go 
through fast and don’t forget GoGo the 
dodo! 


There are two pieces of GoGo the dodo to pick up on this section and 
if you are running short of time you are going to need them both. Giant 
jumping carrots are your main foe here. Leap on them as before but 
make sure they are not about to jump on you first. In your quest for the 
pieces of GoGo, the ancient tribe of incomprehensible things will try to 
kill you by throwing snowballs. Jump on them after they have just 
unleashed a ball or you will be sent right back to the start of level 5-1. 
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gnoreliiecarToh 

i\ a chance, grab 
they will all help- 


Ctoot oil oil drums by 

,,*,em;iUoryo^-Wo 


the fence are' 

□n that a cou- 


ov^ and attack you. 

Slow down and jump 
on them as they land. 


Press the B button to increase 
your speed and your jump to 
clear the three end blocks. There 
are some very weird creatures 
^ in them, out for your blood. 


Hamton's door is here take 
it for extra lives.. 






Just use a standard jump when 
climbing up here if not you run 
rile risk of over-shooting your 
target. 


A man will appear here, 
bounce off his head 
before he has a chance to 


Part two of GoGo the dodo, 
grab him and take to the hifi; 


A simple jump across to 
the door and you are one 
stage closer to meeting 
Montana Max.i 


bx>k out for a little man throwing 
balls at you. Let him throw his first 
barrage then run up and jump on 


Take care of these beasts 
before collecting the fourth 
part of Go(^. A quick 
bash on the head will 
send them on their merry 


There is a very handy heart to be 
had here if you fed that you need it 
or you have missed out on a part of 
GoGo. 


You will only need to go through 
this door if you have railed to 
kpick up all of GoGo. 








'Take these blocks at a steady pace 
keeping an eye out for giant carrots. 
Any that appear, jump on and destroy. 


If you have the other parts to GoGo when you 
collect this part you will be warped to the next 
level, very useful if you are low on time. 


All three stages of level five are set to a timer 
so the quicker you complete stage one the bet¬ 
ter. The main problems come in the form of 
snowball-throwing dudes, green monsters and 
of course the bottomless gaps. Make sure you 
don’t slip through some of the small platforms. 
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Although locked at first, the exit will 
open as you approach it. 


^.jgrg r ma i] 




This is an incredibly short level but you can easily slip 
up on the spiked pillars. The long gap at the end will 
also cause a few problems but luckily there is a Toon-A- 
Round at the start to find the best character for the job. 


This level is straight up and 
down but is far from easy. 
Tubes all up the sides fire 
large bags of money at you to 
knock you of your rising plat¬ 
form. You have to be really 
quick to avoid being sent right 
back to the start of level five. 


mm 


Once you have the heart, jump right and 
the door will open to you for more may¬ 
hem in the mansion. , 


As soon as you land on 
this platform it will begin to 
rise. From here on it will be 
a test of your reaction skills 
as you jump and duck the 
bags of money to make to 
the exit. 


Take out this goon before you 
|attempt to pass the spikes. 


When you reach the top, 
jump left to collect a 
much-needed heart. 
Don't forget it! 


Don't jump too high when 
clearing this bag, if you 
do, you will be hit by the 
one above it. As soon as 
you land, aouch down 
and let it go over you then 
jump the ne)d tube 



m 

a 


i 

V 

T. 

jl! 



You’ve made it! You have reached Montana Maxs man¬ 
sion. The foes you will meet are leather clad security 
guards and a friendly butler who turns out the lights on 
you so that you are left blundering in the dark! 


The butler here will turn 
the lights off to try and 
slow you down, but the 
guarcfs eyes glow in the 
dark so you can easily 
avoid them. 


There is a second cande¬ 
labra here so use the 
same method to get past. 
Before you get to the can¬ 
delabra, two guards will 
come straignt for you. 
Your best form of defence 
is attack. Jump on the first 
guard's neod so you 
bounce onto the second 
guard, easy! < 


I As soon as you appear, one of Max's 
goons will move in for the kill. Jump 
and kill him before he gets a chance 
to throw his truncheon with claims of 
resisting arrest. 




Needless to soy in a mansion of this 
size there are candelabra just wait¬ 
ing to foil on you. As you land, 
creep forward until it drops then 
advance jumping on any guards 
foolish enough to get in your way. 


rTake this balloon to 
change into Furrball, 
he is very good at slid¬ 
ing under the spikes. 


To get past the spikes you will I 
need a good run up. Use your 'B' 
button to gain extra speed in a 
short distance. As you reach the 
spikes, press down on the D pad 
ana you will slide under and 
clear. Make sure you don't fly off 
the edge after this long set. 
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No trick to these pillars, just take 
them one at a time and every¬ 
thing will be fine. 


'Take this door to the 
final level, the tension 
is now unbearable! 


It's a straight hop, skip' 
and a jump to the pil¬ 
lars further on but 
keep an eye open for 
falling bull dogs. 


These dogs are fast’ 
and mean, your safest 
course of action is to 
jump them and keep 
running, discretion 
being the better part of 
valour. 


Jump across to this point 
ana climb straight up to 
the top of the level, men 
hop across to the door. 


Cling to the wall and 
as the bar opposite 
advances, jump across 
and then climb up the 


Your entrance to the final level 
is here. Pause for a few sec¬ 
onds whilst you see where the 
blocks from the wall appear so 
you don't end up jumping into 


Pause for a few sec¬ 
onds here to get to 
know the pattern of the 
next three blocks. 


With rurrball, jump om 
the sides of the wall then 
slide down onto the plat¬ 
form as it is coming out 
making your next jump 
much easier. 


Cartridge supplied by: 

Video Games Centre 
Tel 0202 527314 


WAAAKKl 


You’re close now and this level looks easy enough but 
don’t be fooled. Lurking on each platform Is a bulldog 
that is fast and would put the wind up a Pit bull! 


Hooray! This is the last 
level but by crikey it’s a bit 
of pain! One of the best 
recent NES games is 
nearly at an end and if 
you have made it this far 
then you should With 
Furrball you can reach 
the top in one piece a lot 
faster than the other 
characters. Climb up the 
walls jumping from the 
moving blocks and jump¬ 
ing from side to side. 
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Run to the 
chasm and l€ 

will grab the \ 
and you wm t 
where you wi 

on the beast 


Talk about a rude awakening! Lester is 
transported straight into a deep pool 
where he must first get free from the sec¬ 
tion of desk that was trapped in the parti¬ 
cle field. A frantic swim to the surface is 
needed to avoid the tendrils of killer octo¬ 
pus that threaten to drag him to a watery 
grave: and this is just the first level! 


Use the A button to kick these saber 
slugs into a mush.' Miss just one, 
and it hacks a chunk out of your leg 
causing you to fall unconscious. 


Whilst working on a tachyon experi¬ 
ment at his secret government labora¬ 
tory. Particle physicist Lester 
Knight Chaykin was ripped from 
reality by a freak lightning bolt 
and transported to an alternative 
universe. If that wasn’t enough to 
put a dampener on his weekend, all the 
inhabitants except one seem preoccu¬ 
pied with killing him off with lasers, 
poison barbs and even a huge octopus. 
The object of this visually stunning 
game is to survive and escape but 
when the graphics are as good as this, 
you may not want to leave.ever. 


A menacing silhouette 
moves as you 
approach. If Lester 
heads to the right, this 
demonic form leaps 
from rock to rock in 
deadly pursuit. 




Stand for too long in 


front of the lake and 


Lester will be strangled 

Is 

and drowned in the 

V 

water by the octopus¬ 


es tentacles. 
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Lester wakes with a sore head 
in a swinging cage with an alien 
who seems friendly (don’t bend 
over for the soap). The objec¬ 
tive for this level is to escape 


9ushing frol ®® 
to safety ^ the 


Press down near the 
gun that the guard 
dropped to pick it up. 


from the cage, find a weapon 


and disable enemy communi 


cations so that you can escape 


into the city. 


Go through the 
first door and 
stand in the 
chamber to 
recharge your 
laser gun. 


—to swing 
ress left and 9 

-.,to escape. 


tire button 
^^sed and a ball of 

sSwill build up. use 
Oblast through these 
ree doors. 


On the second screen, 
you will need to quick¬ 
ly press the fire button 
as soon as you enter 
to kill a guard who is 
trying to fry you and 
your friend. 


This is your escape 
hatch that your alien ally 
throws you through. 


>SUKi^ 


^n'th 




you 


y fall to 




'^9d^th 


Get back to the door and 
take a running jump. Leap 
right from this Iwge and you 
should clear the spikes and 
land on the plateau. ( 


Here you face an impassable door. 
Let your ally work on the controls 
while you set up force fields to pro¬ 
tect you both from enemy fire. Press 
the fire button for a short time and a 
small ball of plasma energy will 
form. Let go and a thin b^m will 
A appear that deflects all laser beams. 


and you should take out this sharp shooter, itir 
the flashing line to cut the communications. 


I After you have taken out the com¬ 
munications (left), get to this point 
and destroy the security door. The 
guard below will not be alerted, 
so press down when standing in 
the gap to transport, and then run 
left to escape. 


Level 4 


Power up the gun so that there 
Is a large ball of energy before 
unleashing the power on this 
fragile section of wall. If all 
goes to plan. This should be 
your exit. 


Having escaped from the prison, Lester has a 
weapon and an ally. This relatively short level 
tests your dexterity with a herculanian jump 
across spikes. But the main purpose is to 
recharge your gun and learn how to use it in 
combat. The revolution in this alien world is 
unfolding and you can see the war raging as 


Duck as soon as you as you 
appear and blast this unsus¬ 
pecting minion. The internal 
revolution is all around you 
as guards are hit by unseen 
snipers. 




Take the time to 
enjoy the scenery by 
walking up to the 
window and you get 
a panoramic view of 
the city below. 


you venture into the sunlight. 
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des towards you “ 
>p back, the doors , 
and destroy him. 


Jump the floor creatares 

thecommunlcahonbwm 

v/all. You have now d 

defences and con eswpe 


. / • 

If you manage to jump past the 
spike pits on this level after you 
have unleashed the water, you 
will be shot to safety by this 
water-propelled ledge. _ 


gate a shield (against 

irs) then walk up to 

see doors and they 
_ -ruo rtiiard will roll 


Blast the base of this heavy 
pinnacle and it falls on Its 
side. Not a very sensible 
move, especially If you are 
on the wrong side. 


m the stairs to here 

trightimmediatety. 

Jyjho was about to 

,-vdiackyouwillbe 

risediustoffscr^a- 

Your ally baravdmg 

the air ducts to help 


Walk off the screen to the right and 
this guard will grab hold of you. Kick 
the luckless minion In the groin then 
run over to where your gun lies as 
he fires his laser at you. When you 
reach the gun, press down. Lester 
spins and points his gun at the 
guard. Blow the sick mother away! 


The first thing you { 

hove to do once you 

ore submerged IS get 

some air and tms 

handy cave is lust the 

place. 1^ ypu 
one deviation, you 
v/ill drown. 

sage to the letf 
blocked so don t 

v/aste valuable time. 




a 


Stand on the right hand side at the top of 
the stairs and create a shield. Now 
destroy the door between you and the 
guard and he will very kindly throw loads 
of grenades down the steps to form this 
escape hatch. Three is usually enough. 
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levelcanbeamigm u'- I 

' ,o nrips with agility- It I 


entering 


This level is so cunning you could sellotape a tail to it 
and call it a weasel. Apart from being crammed with 
detail, there are an inordinate amount of clever tasks 
to perform to escape the city. Hidden switches, laser 
traps and a a good old fashioned scrap await you. 


,ling rocks here 
timed inter- 
M6\\ right near 
ipact zone and 
jy smash, leg't 
;o the next sate 
It takes practice 
houid be no 


em so that 
es. Charge 
bin support 
the narrr“* 
prc 


“““ nnd rwcrthem, then jump 
you cannot rea 

through *h®m a™ ^ here 

timetococh^e^^’^^ ,eeper 

'k ster.Chomp chom^ — 


A word tor it. 


d is aright herd nut Ujje^^ 

he retaliates 


Another World is full of 
clever puzzles that require 
more than a shoot-’em-up 
mentality. This room is posi¬ 
tioned above an impassable 
guard so you must wait until 
the reflection is in the cen¬ 
tral position (left). Shoot the 
nearest light and if you hear 
a groan, you will have 
knocked out the guard. 


For the end of the level, run 
into the tank and climb 
aboard for the final battle! 


The way to avoid being burnt to a 
crisp by the guard on the second 
level is to chase this guy to the 
bars. Point your gun at him but don’t 
shoot and the coward will seal all 
the doors with the switch. 


searched by the enemy. 
Surprise them from behind b) 
creating a shield and then 
using a large energy blast to 
disintegrate the guard before 
your friend is overpowered. 


On the guard above: use the 
door for cover, create a shield 
then use the enerov ball to 


Level 7 
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«^»*®.®c 1 .GE BATING: Easy 
"yo^Vink you 

any ot the score, together 

scores. The addr 

tront ot the mag- 


First of all press the buttons in the central 
console and some will appear on the left 
and right. The ones on the right are the 
defence systems including the missiles. 


If you press the small cluster of six buttons 
on the left then a single white light will flash. 
Press this and you will be shot out In the 
escape pods to level eight. 


Here we see the last push to the end of the game, but we 
at Super XS wouldn’t deny you the final solution. Crawl to 
the levers and wait for the two guards to finish the fight. 
Your pal will fall off as the enemy approaches you. When 
he is in the middle, pull the first lever and he will be 
instantly vapourised (left). Now pull the second lever and 
the roof will open. Tap left and crawl back to the centre of 
the room. If you have timed it right, laser beams will miss 
you and you will be teleported home. Congratulations! 


Now that Chaykin has some 
serious firepower with the 
tank, you have to drive it 
through the battle-torn 
arena. Find the right combi¬ 
nation of buttons to launch 
all the missiles and activate 
the escape pods for the 
ascent to the next level. 
Exciting stuff! 


Final Level 


The final showdown takes place in a small 
observatory room with your ally fighting for 
both your lives in a pitched fight with the 
enemy commander. By repeatedly pressing 
the directions, Lester Knight Chaykin will tor- 
turously crawl towards the levers in the corner. 
Will they save the day or just be red herrings? 


Level 1 
Level 2 
Level 3 
Level 4 
Level 5 
Level 6 
Level 7 
Level 8 


LBKG 

FXLC 

TBHK 

HBHK 

BRTD 

TXHF 

CKJL 

LFCK 


* Sand the whoWgat^ 


Lester v/ill have to fig™ 

_..ni'ric in autck sue 


(our guards in qu««^ 

cession using oadsot 

shields and ^er^ 


i Once you Have recovered 

run right to ovoid the hostile 

laser ure. 


Cartridge supplied by: 

The ever-helpful people at 
Bandai UK 
Eastleigh, Hants 
SQ5 5XZ 

Tel (0703) 652222 


As Lester fails to 
his doom, a hand 
reaches out to pull 
him to safety. Is 
this the hand of 
friendship or are 
you out of the fry¬ 
ing pan and into 
the fire? 
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History In The Making! In days of old, when 
men were men and so were the women, the 
only entertainment would consist of waking up 
on a Saturday morning and going off to 
conquer some poor defenceless kingdom; 
nicking all their dosh and pillaging In general. 
On their return, these gallant and fearless 
menfolk would shower the aforementioned 
females with the stolen goods. Everyone was 
happy. 

As time rolled on, this high-spirited pastime 
was soon outlawed (can’t understand why), and 
man was forced to stay at home and do the 
housework! Many centuries passed and many a 
carpet was Hoovered, man’s only respite being 
the Invention of an air-filled leather ball to kick 
around. Hardly the 
same as 

rounding up your 
mates for a good 
castle storming! 

Suddenly! As you 
untie your apron and 
settle down to watch 
the lunchtime 
episode of 

Neighbours, the dog drops your 
first copy of Super XS into your 
lap. Foaming at the mouth with 
excitement, you hastily flick 
open the pages of Britain’s 
biggest and brightest 
Nintendo tips mag, only to 
find... Holy Grail!! 

What’s this? The 
complete solution to 
Jaleco’s latest smash hit. 

King Arthur’s World. Maps 
of magical lands and 


strange demonic empires fill your Imagination 
and whisk your thoughts away to the bygone 
times when King Arthur and his trusty army 
would boldly face all manner of deadly foes to 
get away from the missus! 

Leaping up from your chair, you sneak 
nonchalantly into the kitchen, checking the 
coast is clear before diving into the 
housekeeping biscuit tin for some cart cash. 
Suddenly a bone-crunching blow is 
administered to your sticky mitts. Screeching in 
pain you look up to see your loving wife, still 
brandishing the rolling pin, and realise your 
hopes of getting hold of a Super NES and a 
King Arthur’s World carX are dashed. 

Slinking back to your copy of Super XS, you 

read on. 
Suddenly, a 
blinding ray of hope 
graces the pages. It can’t be 
true! It is! Jaleco, in association with 
Super XS, are giving away not only a Super 
NES console, but several copies of 
King Arthur’s Wor/cf absolutely FREE!! 
Now everyone can follow the 
exclusive King Arthur’s World 
solution compiled by tips 
extraordinaire, Simon Young! 

For a chance of winning these 
coveted prizes, just answer the three 
ridiculously easy multiple choice 
questions on the entry form . The 
first correct entry pulled out of the 
sack on March 29 will receive a 
Super NES and a copy of King 
Arthur’s World two lucky 
runners-up also snatching 
themselves a copy of this awesome 
strategy game. 


THE QUESTIONS 

Select the correct answer and circle the appropriate 
letter on the entry form! 

1. King Arthur knew he was 
onto a good one when he 
became the only man able 
to draw a magical sword 
from a stone. What was this 
sinister sword called? 

A. Joan 

B. Excalibur 

C. Excavator 

2. Mystical 
spells were 
often 

required to 
ensure 

Arthur’s destiny. 

What was the 
name of his famous 
wizard? 

A. Paul Daniels 

B. Tommy 

C. Merlin 


COMPETITION 
ENTRY FORM 

My answers to the Jaleco King Arthur’s competition 
are as follows: 

GHiESTION 1 


QUESTION 2 




^ ADDRESS. 

QUESTION 3 . fllWf-l: 

A 

B . 

C 

PHONE NUMBER. 

Circle the appropriate letters on this coupon and send 
it (or a photocopy) to Jaleco King’s Ransom Compo, 

Super XS, Durham House, 124 Old Christchurch Rd, console I own is. 

Bournemouth: BH1 1NF. Please print a solution for. 


3. Arthur’s main boy was 
a knight who was said to 
have had shining armour. 
What was the name of this 
flash git? 

A. Sir Lancelot 

B. Sir Killalot 

C. Sir Brasso 


All entries must be in by 29 March. 

NAME. 



























The bells are for archery practice. Use these 
to get an idea where your arrows will fly as 
^accuracy is paramount on later levels. 


The first of nine 
training levels 


introduces the 
game. The aim is 
to use your archers 
to defeat all foes 
before Arthur goes 
off to grab the 
booty. Although 
he’s so hard he 
can simply mosey 
off to get it anyway! 


I More archery skills are required to take 
out the stone slingers here. Again, 
shoot arrows through the gap, Hien 
take control of Arthur and claim the 
treasure on the ground below. 


Firstly select the archers and walk them across the bridge. Position 
them where the ground drops and send a flurry of arrows into the 
tower. Have no mercy making sure all that dwell there are dead! ( 


The knight which guards this floor paces 
back and forth tipping boiling oil from 
those perilous cauldrons. Ensure his job 
becomes vacant by shooting arrows 
through the gap on the right. 


I This bridge opens up in three sections 
which flip over to plunge any mortal 
that crosses into a pit of spikes. 
Approach cautiously and wait for the 
first section to come up before crossing. 





Barrel men tend to 
get fried by their own 
fire power. After 
dropping a keg, 
scroll the screen until 
he’s out of view and 
he’ll instantly return 
to the tent. This 
method will work 
with all characters! 


) Having got the enemy over a barrel (sad ioke 
dept), drop one here and blow this door 
apart, avoiding the boiling oil by waiting for 
the guard to walk away before moving in. To 
Arthur's delight he can find the treasure chest 
on the other side. 


After searching for a doorbell, the next obvious thing to do in these medieval times is to 
blow up someone's door with gunpowder. Drop a powder keg next to it to do the busi¬ 
ness then do the same with the huge crushers inside the building. Now that all hazards 
are no more, you can send Arthur in, to batter those pesky slingers at the top. 



Paswords are on a , .. 

4x4 grid of but- .Tf- 

tons, the pass¬ 
word being the 
combination of pressed and 
unpressed buttons. We’ve repre¬ 
sented each level password as 
shown, with the blue squares 
denoting pressed buttons. 


The brave king himself can be sent in to climb these 
ladders and bludgeon the remaining defenders of 
the castle. Once done, call the engineers back to 
batter the door below and claim the prize. 


Fed up with unchallenging games 
you can complete in a few hours, 
but still cost a fortune? Then 
grab yourself a copy of Jaleco’s 
latest smash-hit punie game 
King Arthur^s World. Set aside plen¬ 
ty of time as you’ll find yourself bat¬ 
tling through twenty seven levels of 
medieval mayhem, packed solid 
with teeth gnashing puzzles guaran¬ 
teed to leave you bald. “Help!” I 
hear you cry? Okay then! 


Next up is the construc¬ 
tion of a platform 
enabling your army to 
traverse this steep incline. 


In the great medieval tradition, it's time to bring out 
the battering ram. Beat the door down with said 
Implement, then press the top L button to scroll left. 

As with the barrel men, the engineers will disap¬ 
pear back to the tent as soon as they go off screen. 


Drop pontoons must be placed i 
this pit to ensure a safe passage 
over a spiky doom. 


JALECO 


£44.99 • PLATFORM PUZZLE 


Immediately position a shield man 


I Only be so bold and grab As you start to defeat the enemy, more 
the required treasure chest of them decide to put down their wench- 
left here when vour knights es and join the party from these doors, 
have murdered everything Make sure your knights don't venture 
that moves! past these until the coast is clear. 


. posi 

to the left of the tent here, to pro¬ 
tect Arthur. Now commission your 
knights to do battle with the enemy 
as they march towards the tent. 
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Hubble bubble toil and trouble. Wizards of 
good and evil join Arthur on his quest here, 
casting either positive or negative magic. 
The dark wizards produce amazing feats of 
genocidal wickedry. But beware, their 
destructive powers will quickly kill anyone left 
out in their wake The white wizards however 
will use more protective influences. 


After the local townsmen have been burnt to a 
crisp by as much molten mayhem as they could 
handle, send Arthur over this bridge to the trea¬ 
sure. If you're in a particularly killing mood, you 
can use an apocalypse spell on the slinger who's 
I at the top of the tower. 


As soon as the stun spell wears off 
from the enemy infantry, get a dark 
wizard to cause a meteor storm, 
ensuring Arthur is continually kept 
I shieldea with an invincibility. 


Continuing to use different mem¬ 
bers of the army as a team, 
another quest unfolds. After the 
first castle has been taken, use 
archers to defeat the enemy in the 
final building. Once done, burn 
the door and you’re home. 


Another castle to storm! Position 
theorchers to kill the slingers on 
the top, then move them so that 
their arrows fly right over and 
hit the troops on the other side. 


When all infantry are pushing up 
daisies, blow open the door on the 
right and then move in, placing bar- 
■pk iinrlpr thp'w* crushers until thev're 


Immediately after the tent has erected, call upon the powers of a dark wiz¬ 
ard and cast a stun spell to halt the advancing troops. Position a shield 
man next to the tent and use a white wizard to perform a shield spell. 






Slightly more tactical 
moves are needed by 
four sections of the army 
in Arthur’s seventh test. 
This training level starts 
to wet the appetite and 
gives an insight to some 
of the puzzles you must 
master. Underground 
rooms are also intro¬ 
duced for the first time. 


Use a faithful barrel man to make a deposit by the ^ 
door here, but be sure any fellow crusaders in the 
area have read the firework code. Once reduced 
descend the ladder. 


Move the archers to this position to put pay to the slinger as 
he stalks the left tower. His associate on the far left can be 
dealt with by aiming the arrows to fly over the tower. { 


From the off, place a shield man just left of the tent. Secondly, 
group your knights together on the left side of the shield man 
and call upon me archers to take care of the enemy soldiers. 


lining 7 




9 One more door is required to 
be blasted before the coveted 
treasure is secured. ^ 


This kingdom finds another trick up Arthur’s 
sleeve - secret rooms. The key to the door is 
found in the castle and represents the 
essence of later levels. Have key will travel! 


Collect the key on the right which opens this secret door. Select the key 
and push UP on the joypad to arrive in the room below. Get a barrel 
man to follow and blow the door (hesitating between the crushers) and 
have a kingly chirp as the guards get mashed before you grab the loot. 


Building a platform here 
gets over the problem of 
the incline, enabling the 
engineers to batter the 
first door down (if it's still 
there). Send some 
knights to the door first if 
enemies survived 


At last a chance to use the cata¬ 
pult! After filling the pit with 
pontoons, create a catapult here 
and cause havoc to the castle 
making sure all that reside are 
sked. Flaming hell! 


Use a storm spell by this 
door to electrocute the 
lower guards. Batter the 
door dovm and use a 
meteor spell from the 
centre of the lower floor. 

Kills all known knights 
dead, even that big guy! 


Don't be tempted by the 
gold just vet, it'll trigger 
the oil cauldron and tip its 
burning contents all over 
the draw bridge. Come 
back to here when you're 
ready to take the treasure. ( 


This level introduces the 
necessity of building new 
tents to take up strategic 
positions. Although the 
rest of the army is safe in 
these, keep Arthur on top 
of a platform to avoid off¬ 
screen attacks. 


any 


the 


tapult 


coo 




After finishing off any soldiers with the knights, build a 
platform to negotiate the incline and walk the engi- 
I neers to this pole. A new tent can now be constructed! 


These kindly gents will shove two boulders off the 
parapet which roll dangerously towards Arthur. A 
I shield man will deflect the Indiana-style dilemma. 


Training 9 
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After you have ordered your engi¬ 
neers to break down the two doors 
below, fill the pit and blow up the 
crusher with a barrel man. Now go 
to this area and build a platform. 


Send a dark wizard to this spot and 
use the apocalypse spell for spectacu¬ 
lar results. Now Arthur can go about 
his business collecting the stashes of 
gold. Have two squads of engineers in 
the castle as they are needed to build 
platforms and break down doors. The 
wld on the for right above the draw¬ 
bridge activates tne cauldron, so only 
take this vrhen none else is required 
from the tent. 


The silver key can be used on the 
secret door at the top of the ladder 
leading to the underground room 
on the right. This takes you to the 
piles of gold in the room. Open the 
door again to go back, then break 
the door down above to meet the 
vanquished king of the castle. 


i As Wafchdoq would say, "here's 
another potential death trap". Tbrow 
pontoons across this divide and slash 
the slingers at the top. Now make 
their king bow down and lick your 
brots! 


Send knights up to this parapet 
and slash the guards here. The 
archers can now move up to 
this edge and rain arrows 
down to the left, where the sec¬ 
ond giant knight stalks 


Build platforms under these traps and go left to 
build another to access the ladders at the top. 
Throw pontoons across the gap above the gar- 
gcyle and send Arthur to belt the guard and 
collect the gold stash. Now break down the 
door next to the crusher and blow it up before 
building a platform on the other side. 


Build a catapult by the tent and shoot 
the flames of death through this gap, 
burning the door dovm and the draw¬ 
bridge at the base of the hill. All the 
enemies on the other side will now 
drop into the moat. Suckers! 


9 Blowing this door up will also bum 


The key will now 


Bold knights can be sent to this area to clear 
the enemy scourge. A quick pontoon bridge 
built to the right will enable Arthur to access 
the piles of odd at the end of this tunnel. The 
only thingleft to do then is to march Arthur 
up to the top right parapet where the throne 
is located. Ignore the secret door next to it, 
this leads back to the rooms already visited. 


follow the path (tot 

nl doors. Flit Arthur 


bring you to tnis room to find nwre 
pieces of eight. The middle room will 
whisk you off to the left for more of the 
same. Use the key to go bock through 
the doors. 


down the drawbridge, and you've 
guessed it, the old moat tricK works 
again. Wait for the oil cauldrons to 
tip before advancing through this 
area. When the guards hove fallen 
in the soup, throw pontoons across 
and fire arrows through the gap 
above to explode the giant knight. 


Great balls of fire! Construct a cat¬ 
apult on this level turf and proceed 
to hurl as many burning missiles at 
the Ogre as possible, adjusting the 
trajectory as he advances. 


Old ugly mug will sustain but a 
few deodly hits before he 
becomes 'armless. 


Now it’s time for all you 
armchair generals to show 
what you’re made of! Skill 
and a formulation of moves 
is needed to successfully 
ransack this castle of all its 
goodies. But also take note 
to leave the gold next to oil 
cauldrons until the burning 
oil cannot hinder the route 
you’ve taken. Wait for trap 
floors to drop and lift again 
before crossing. Don’t take 


Holy moley! It’s certainly no walk in the 
park storming the Butler residence. The 
castle is well guarded and it’ll take all the 
devious tactics you can muster to be victo¬ 
rious in this quest. The lack of wizards at 
hand means more orthodox methods of 
battle are needed if you’re ever going to 
play cards on the round table again. 


This Scottish nasty has had enough hag¬ 
gis for one lifetime and decides to change 
his diet to live sheep! Arthur, being a tradi¬ 
tional sort of chap and friend to the local 
peasants is to have none of this. He 
decrees Mac Ogre shall roam no more! 
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Immediately put Arthur on a platform 
here and send your knights in to attack 
all soldiers on tne surface. Walk know¬ 
ingly past the first ladder and build a 
new tent over the bridge. 


Send your gallant knights to here and do battle, 
then build a platform to access the floor above. 

Blow the door on the left and let Arthur collect the 
silver key. Use this to open the secret door and send 
knights through to kill and maim for the booty. 


knights through to kill and 


Build a catapult here and select all different heights to 
inflict as many deaths and burnings as possible, 
including the door on the left. Now use the engineers 
to build a platform up to the silver key and get Arthur 
to grab it. He can now go back to the previous tower 
and open the secret door at the top to find hidden 
gold in the underground room below. 


A successful break in will lead 
old Arthur to this secret door. 
Open up, to transport him to 
the hidden room below which 
is laden with gold! 


Send Arthur into this room to collect the nuggets in-between the 
trap floors. Pay no attention to the left room, it only contains sol¬ 
diers which cause no harm. Instead, concentrate on the ground 
level where your knights will have the mightiest battle so far. 
Move a dark: wizard up to the door and use a storm spell to 
shock those huge knights. 


Your first attack comes from this hos¬ 
pitable dwelling. Use archers to give 
the residents an 'arrowing experience. 
The next move is to blow the door 
over the bridge and hack down the 
slinger at the top of the tower with 
your knights. Move them down the 
ladders to attack the enemy on the left, 
waiting for the trap to lift before cross¬ 
ing. After their blood is spilled, build a 
new base tent at the pole. 


Construct a catapult here and let fire fly into 
the two towers opposite to toast the slingers. 
Now select a higher trajectory and keep fir¬ 
ing to destroy the large knight on the other 
side. Now blow the door and get the key. 


Use engineers to orw ^ 

I to get bock up- ^ 




After the g( 


Mow mwe some knights up tojhe 

rt'isSu-s-: 


3 S guarding this pole. 


Vt/hy not use un w.,. 

solciierandanyotl 

it's easier to carry 
tent position wlo'^ 
to ki» off the bade 


platforms 
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across the ditch. 


likened to these mindless zombi 
after the many hours it takes to 
bust your We games. Slav this 
unnatural deviant and build a 
platform to reach the gold. Sen( 


mutants 


Coming from the long mine 
cart track at the top, ignore thi 
goblins in the small room and 
escort engineers to break the 
door here. They can now go 
down to build the second tent. 


Take care of any threat to Arthur with 
knights and bring him to this level. Follow 
the ladder down and ride the lift to capture 
the red key. Go back to the fire breather 
and enter the secret door for extra dosh. 
Now bring him back to here and put him 
on a platform. Break down the doors in 
the rooms opposite to access the top level 
and eradicate all goblin warriors. Take the 
stairs down and claim the throne! 


This fire-breathing furnace spurts 
flames in a sequence from right to 
left. As the first flames foil on the 
right, start to walk and they will foil 
in front of you harmlessly. 


^tond a group of archers 

tent and fire left to It,'ll off 

Build bridges across Ifiese 
lava pits. Wallt up tfie 
Wders and open tfie second 

square door you come k, 4 


Buj/d a platform here to take 


Cavern 2 


Cciverir 3 


red herrinqs wofit 
usader scratchina keep 

would but as 

' look at the man h!f^ ® *° belpl’ 
•and remember to 
'rs position at all times w/h ® 

's knocking on ‘ 




The underground mayhem contin¬ 
ues on this the second quest for a 
demon throne. Goblins are rife in 
this cavern so your sword will 
rarely be unsheathed as you ven¬ 
ture forth dodging billowing plumes 
of flame from giant mutated fur¬ 
naces. Be sure to keep Arthur off 
the ground whenever he’s not 
needed as one gobble from a 
Dung Demon will send the frustra¬ 
tion needle well up into the red. 
There are more cogs to avoid now, 
so build platforms at key points to 
keep ahead. 






-k-A-M » . " . f 



JLL^ .— 


' - • ■ 


; i 


I'll i --r 

ij.i,,ill.< 


die gold key. Go back lo°ihef°''t k 

to Ihe righ/ °nd take the lift back 


JL. 


li ■ 


U 

At 

r 



’Je square door will brina you 

9°®*bocktoff,eveX5te;; 


Come to this gap and throw four 
pontoons down. As the fourth 
drops, send the engineers back 
to the tent or they'll pile them up. 

If the sad gits do manage to fill 
the hole up, take care of it with a 
barrel man and 


Build a hut up to grab the green key, then use 
the teleporting device to arrive by the snake at 
the bottom of this strange world. Enter the tele¬ 
porter again to continue your quest. 


Strange cloud worlds lead Arthur to 
the final conflict with evil. These 
clouds are linked with teleports and 
transport pipes, taking you to face 
weird mutants and zombies. Force 
fields act as bridges when horizon¬ 
tal, but wait for vertical ones to go 
off before crossing or the deadly 
rays will fry you. 


A new tent shall be yours, brave 
Arthur. Still fresh from the fight, 
leave it to your knights to rid the 
top left cloud of it's undead 
inhabitant and cast oontoons 


Reach this door from the teleporter on the right and kill the cannon 
snail in the same way you would deal with a steam soldier. Open 
with a green key to go to the room holding the red key. Exit that 
room to come back to this door and drop down to the silver door. 
Open this, to ao to the room holding the gold key. Go to the build¬ 
ing below and use a meteor spell on the mutants. Now enter the red 
door to the room underneath which will lead to the throne. 


XS crew have been 
to these mindless zombies 


reach the gold. Send 
irough the first snake 
- run a few green 


4^ 
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Despatehing a posse of knights to this 
first floor will take core of the smattering 
of goblin warriors. A much darker force 
is needed however to deal with the mass¬ 
es on the floor below. Deploy the storm 


Take your knights right down to this 
level - killing lesser mortals on the way. 
Put a shield man on the edge of the 
floor above to deflect the flame-throw¬ 
ers and erect a new tent. 


From the new tent, use a shield man 
on the edge of the lava pit. Build a 
bridge and attack lower goblins with 
archers positioned behind shield. 

Use two fireball spells from the right 
platform to wipe out loads of goblins 
on the left platform. Now march 
knights up to the top of the cavern. 


save those weary legs ThefiVp 

flames in a pendulum 
motion Tote note of the gaps 
where the fire doesn'fre.S'^' 


ccess the & °" "ght k 


blalQntfysla.lL pile 0 ^ 171 " 


Ibe throne is tucked away ,n 
m/s cc^ceoled room. You'll 

left'll—"’® 
®™"9l‘'st'wodoorsto 
pass before Arthur con get 
nis shckymifsonif. 


['beth;;:eTLLToK'°'^'^ 




lext tent pole and do the job. 


Quickly place a shield 
man to tne left of the tent 
and build a catapult. 
Carefully select different 
heights to kill these 
patrolling demons as well 
as hitting the Hammer. 


The fire balls from your 
catapult should soon bum 
these wheels - stopping 
the Hammer from advanc¬ 
ing. Concentrate on the 
two heads next, until 
they're deactivated. 


The nerve centre of this contraption is 
the main body. Disarm the catapult 
and advance with archers, stopping to 
fire periodically to kill any foot soldiers 
and to find your range. As soon as the 
top section flashes, you're hitting it. 


This fiendish demon 

nn?^f away in his c 
only be accessed by 
cavern. Collect as mai 

to ensure that if you mt 

3°,u°p!'"aefromthela 
O' the beginning. Keen 

guarded as ofteLs oo. 


L^iVciningly locked 
private fortress. It can 
JJg the length of his 

you’ll be able 
3 ^ 0 ! ^'■ected instead 

3ineers particularly well 1 




Demonic goblins are renowned for their strange taste in weapons, 
(Patrick knows, he’s been out with a few!) Try to keep as many 
knights in the field as possible to hack down any persuasive foot sol¬ 
diers, then go at this huge fire-spitting wagon as shown. Yielding 
under the superior battle experience Arthur now possesses, he 
grabs a quick half lager and enters the Cloud World. That’s definitely 
Ian Botham holding the flag on the left! 
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This cloud is in turmoil by all accounts, but much the same type 




The silver door le 
goia,takir^gyou 
and the throne. 


to the gold door 


The chartered flight to this c 


knowing 


hand things doing 


toughes; « s » -j. 

can't be guaranteed now, 
SstoapitwriW^ 
=s The safety of Camelot 
oi-mc are way behino 


cumulus this isnt. 
snake transporters 

as one, innocently 
1 flesh-eating zombi* 

and Gwenivere s k 

vou. Now Its eithe 


With three keys under your hat you'll come to this teleporter from the throne 
cloud. Use it to take you to the door below and open it with the silver key. 
This will take Arthur to the final key. Make your way back to the second tele¬ 
porter here to arrive on the throne cloud again. Open the first door, but don't 
enter, until the force field has just come on. Go through the series of doors 
using the green key first, followed by the red then the gold. 


of problems will face Arthur’s brave warriors. It becomes good 
practice now to send a shield man through secret doors as a 
scout before Arthur ventures forth. You can afford to lose them! 
Scrolling any members of the army off the screen when returning 
to the tent will save many walking off clouds. Watch that perilous 
force field beneath the final set of doors. It’s a long way down! 


After collecting the gold 
key, get the engineers to 
build across this ditch and 
go to the door below to 
open it with Arthur. This 
will take him to the green 
key. Open the door to 
arrive at the bottom of the 
map. Take that door to the 
cloud with the throne and 
use the teleporter. 


Drt area ignoring anOTOrs-H 

,e door near the start 
olddcortparrive^^nfcsr^m- 


Coming from the top left 
cloud, bring those versa¬ 
tile engineers to this gap 
and build a platform on 
top of the transporters. 
Lead Arthur through the 
snakes to reach the gold 
and the seconi 




knights standing guard, use engineers to build a plat¬ 
form over this door, keeping the green mutants at bay. The 
teleporter can now take the knights to the top left cloud. 
Wait for the bottom force field to come on and drop onto it. 
This will go off, leaving you to access the cloud and kill the 
zombies. Arthur can now take the key and teleport back. 


top- 

left, 


then return 


A zombie will appear here. 
Run him through and come to 
this level with archers, 
preparing to attack the can¬ 
non snail living here. Move 
knights in and attack zom¬ 
bies, but don't stray past the 
door with the skull. 


Immediatelypu^ 
nintform and « 


;ut Arthur on a 

plaform and send knigte 

Ltebuild.ng.U»*« 

teleporters to reach 

slc^grt'utantsonthevjoy. 
Kwill take care otfce 

snail, leaving engmwrs to 

build platforms up to «« 
boildilrg above. Grab the 

key and erect a new tent. 






ler 
, soon 
snake that 
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jroblemastelepc 

imply summon a 


This cloud poses o pt 


.ndlandontopotte^ 
lost key and goW. 


enter this buildmg ond 

'dadrwizonltowaW 

ill to kill mutants, 

^hedoorinmis^ 


w apocalypse spel 


IV this cloud wizard r 
'^,Steval teleporters 
■ z-t. Yesyouve gu 
straight off a cloud 
switch direction to 
are the key to t 


they stand on^ 
walking s. 
ready to J 
bridges J 
1 standing 


Collect the bstkey^t^r 
qo to the tdeporter 
^ arrive at this spot-O I » 

Buildaplafcrmskgh^L 

'-■eiatiii 

(orcetieldgoeolt 
drop to land Oita 

metal end. Use H 
method to re^*«l 
snokeandsvnpel 

another throng 


Once the silver k^b 

your grasp, b 

this room aib use 1 

open the left doOT.Voo 

now find yoursel ■■■■mm 

tolheconyet«r.Buld 
platforms up mis huiW rT^ on this door 

ing and go right to ^ The greenly am 


, • ^^^^.•.slevel you'll have no optoi ^ new beer t^ 

tnteleportngtothi uUck these doors f^ mutoi 




Fresh Irom the new beer 

block these doors horn muton 

,!^£Knbie^ 


cannon Wl db^mning 

a matter of wailma for ^ „,n rain arrows 

ot this le/el before tb ^ 

onto the other stron^^-8 ^ 


Pass the door below and bulk) 

a platform up to bisgoH 

£Sling«bere they can badge 

the gap 




T7 e;nake train horn the tele- ( 


• u Unfi brinq out knights and 

, As the tent IS bur g, Unajnq ol mutants. Put 
cluster them build another 

Arthur on a pfott^ iU« ^ke to take engi* 

under this QO^.^^^^bove collect gold and 
bie and en^ , ^on't open the door 

i:rt!*SSrs£i*'. 
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JLSiilo 
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Bring old 

someoold ondored lc^ 

Tele^ to ih« keep teleporting 

Arthur g°«f <Sn 9 °'° 

until he 9**^.^?®'^ fends td)Ove it. 
*,e room with^rtie t»^o g (.^y ^fe 

D,opdown gold pile 


Right from Wgl* out os the 

andenng mutan. engineers to 

«ch the top of this tawng n ^ ^ poor W 

'“I’^uir^iSna up and down on the right. 


els IS probably one 01 tnt 

-i«sr^ 9 s 


Taking the fourth teleporter at the start will drop you off here. 
Engineers must build platforms to take the silver key. Go right 
with the engineers, through the snake and teleport to the bronze 
statue on the right. Follow the snakes to arrive back at the start. 
The key will open the door but it leads to a trap! Use the third 
teleporter to arrive on the bottom right cloud, armed with knights. 


Following the route from the gold key should eventually bring 
you to this teleporter. Stride straight past it and go through the 
snake b meet two force field bridges. Pause between the two, 
before crossing and go up ta pitch a second tent. Go left with 
some engineers ta fill the pit and then teleport your knights, 
killing mutants on the way. 


Crikey, it’s knightmare 
on cloud street! Even 
Freddy Kruger’s twisted 
mind would have trouble 
devising a more perilous 
and inhospitable place 
than this sixth cloud. It 
may be a fair distance 
between the base tents 
here so it’s a good idea 
to have knights, engi¬ 
neers and of course, 
Arthur, travelling togeth¬ 
er in nomad fashion. 
The quicker this level 
can be completed will 
determine the amount of 
mutants awakening from 
their slumber in a killing 
mood! 


The third teleporter at the start will take you ta this building 
holding the gold key. Kill the mutants and build a platform 
over their entrance ta access the key. Send the knights ta fol¬ 
low the route over the force fields and teleport ta the bronze 
statue, looming over a pile of coins. 


the top here. r i .y -g Build plat- 
then enter the ,g/and 

forms to bypass the 

travel down through the sn^e^ 


► The silver door you've opened in the 
start area, transports you here. Exit 
this room ta reach a room with red 
and green doors - leading ta one 
with gold and green doors contain¬ 
ing booty. Hoorah and lashings of 
ginger beer! This leads ta the throne. 


Going left from the start tent brings you ^ 
ta this selection of transporters. Each one 
takes you ta one of the four comers of 
this cloud world where each of the four 
keys are hidden. Embark on the far left 
one first, ta reach the tap left comer. 


GAME NAME: King Arthur’s World. 

TIME TO COMPLETE: A Lifetime 
HIGHEST SCORE: n/a 
NUMBER OF LEVELS: 23 
CHALLENGE RATING: Very Hard 
If you think you can beat the pros at Super XS on 
any of the games covered in this issue, why not 
send in your high score, together with proof to 
Super XS High Scores. The address is at the 
front of the mag. 


T 

Come and nick this 

from Aie second lent it lha 

medieval courage, onglos 

on the training levels, never 

came back! 


(081) 4456513 
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'Wench, serve me a potion!!' 


On returning to the second tent from gaining the green 
key, go right through the snake and teleport. Go right 
again to n^nally reach the building at the bottom with three 
force fields. Use the teleporter to arrive back to the start 
area and jump into the second teleporter here. You1l 
transport to the top right building with the red key in sight. 


Teleporting from the second tent will bring | 
your knights here. Send them through the 
snake to protect the following enaineers who 
can go on to fill the pit. Moving them on 
through the snake trains will access the third 
key building on the right. 


Come from the third tent to this building 
and build platforms in the gaps to reach 
the force field bridge. Carefully cross this, 
with knights and engineers and trudge 
back to the start area while building 
bridges and slaying mutants. Open the 
^ silver door above the teleporters. 


Building three platforms will enable Arthur 
to swipe the red key here. Travel onward 
through the snake to reach the teleporter on 
the left. This takes you to the third tent site, 
positioned between force field v/alls. { 


OpentedoorvoA^A^red 

to - 

^ old tent site andteleponjo__^ --- 


Come to this building and 
build a platform up to the 
zombie. Unsheath your 
swords and kill him off. Now 
build up again to reach the 
green key! Make your way 
back to the new tent to com¬ 
mence the second part of the 
cloud strike. Phew! 


I meet the Ovedord! 




With all the ke)^«|^ . 

your belt, come back 

he-eondtel^rt'lPto 

Ihedoudabovejake 
the lost snake trail to 

the building on.toe 
right 


“Fools, ril destroy you all!” screams Arthur, totally demented by 
post-dramatic stress disorders. Overcome by his impending victory, 
the nonce forgets to power-up any dark wizards to take care of the 
gigantic demon before him. So it’s down to the lowly archers to do 
the business. During this final battle of good against evil, many will 
perish: don’t worry though, just keep sending more across — 
they’re expendable. Attack the faces in it’s body, it’s eyes and head 
tn hrinn it down hnforo oettino another round in at the local tavern. 


Teleport two shield men and position 
them with their bocb to each other. 
Send archers across to the battle 
and position them in between the 
shields, protecting them with a shield 
spell betore they go. Use the highest 
I arrow setting and fire! 
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Get Britain’s oniy Nintendo 
piaying guide delivered direct to 
your door every month. Save 
time, save troubie, save money - 
subscribe today! 

Take out a year’s subscription for 
the once-only special price of 
£12.70 and save a phenomenal 
£5 on news-stand prices. 
Guaranteed, this is a never-to-be- 
repeated speciai offer. 

Super XS is the compiete piaying 
solution! 



now 


pin© 

. Super XS is Britain's oniy 
reguiar magazine 
[ dedicated to showing 
I you the techniques and 
. tactics to win at ail the 
'• top Nintendo games. It's 
an unmissable read 
i featuring complete 
solutions, hints and tips, 

I and exclusive game- 
'■ busting ploys for the NES, 
[ Super NES and Game 
Boy. Furthermore, it's 
100% colour, contains 
\ over 160 packed pages 
and has over 250 games 
busted and beaten 
every issue. There's 
I nothing like it... and 
nothina comes close! 



Super XS Subscription Ferm 


Of course I want to be a winner... that’s why I’rn taking out a 
subscription to Britain’s only Nintendo hints & tips magazine. 
Please rush me the following: 

OPTION 1 ONE YEAR SUBSCRIPTION TO SUPER XS“ 

Please indicate whether the subscription is for the UK, Europe 
or elsewhere in the World. 

□ UK £12.70 □ Europe £22.70 □ Rest of World £32.70 

“Take out a subscription for one year and you save a 
staggering £5 on news-stand prices! 

OPTION 2 » TWO YEAR SUBSCRIPTION TO SUPER XS* 

Please indicate whether the subscription is for the UK, Europe 
or elsewhere in the World. 

□ UK £22.90 □ Europe £32.90 □ Rest of World £42.90 

*Take out a subscription for two years and you save even 
more on news-stand prices - an unprecedented £12.50! 

YOUR DETAILS 

I would like the subscription to start from issue number. 

If you are either taking out a subscription for yourself or giving 
a subscription to Super XS as a gift, please fill in your details 
below: 

Name.Signature. 

Address. 


Postcode.Phone number. 

Method of payment please indicate your choice 

□ CHEQUE / POSTAL ORDER 

Please make payable to Paragon Publishing Ltd 

□ CREDIT CARD Expiry date_/_/_ 

Card number_/_/_/_ 

If you are giving a subscription to Super XS as a gift to 
someone, please fill In the lucky recipient's details below: 

Name.Signature. 

Address. 


Postcode.Phone number 


Please return this coupon or a photocopy of it (together with 
your cheque / PO if applicable made payable to Paragon 
Publishing Ltd) in an envelope to the following address: Super 
XS Subs, Paragon Publishing Ltd, FREEPOST (BH 1255), 
BOURNEMOUTH, BHl IBR. It won't cost you a penny in stamps 
if posted in the UK. Alternatively, call our credit card hotline on 
0202 299900 or fax us with your details on 0202 299955. 
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Just when you thought it was safe to 
return to Gotham city, the undisputed king 
of evil pranks has returned. The Joker is 
back! Luckily along with the city's arch 
prankster comes Batman the caped cru¬ 
sader to defend his beloved city. 
You must negotiate your way through the 
Joker’s factories, army camps and the top 
of the Gotham city Cathedral. All these 
areas are littered with bat-crushing traps, 
and of course the Joker’s goons. 
Batman: Return Of The Joker on 
the NES has a plethora of 
power-ups and weapons all of 
which need to be used if you 
are to defeat the Joker. 


SUNSOrr • £39.99 • PLATFORM SHOOT-'EM-UP 



Batman starts his cru¬ 
sade against the Joker 
on the roof of the 
Gotham City Cathedral. 
Here you will face spiked 
ball and chains and a 
vertical climb to reach 
the end of level. 


having reached the top of the 
catnedrai you find yourself on the 
roof tops chasing the Joker’s air¬ 
ship. This is a continually 
scrolling screen so watch your 
step and dodge the bullets from 
the airship. 


Having disposed of the goon on the roof 
tops you now find yourself in the Joker’s 
warehouse, this place is teeming with 
thugs and traps so your jumping and 
shooting are going to have to be accurate. 
The clown prince of crime has many-a- 
trap baited for you so watch your step and 
Keep those batarangs handy! 


Shoot these boxes to gain 
weapons and power crys¬ 
tals. Collect enough of 
them and you become 
invincible for a limited 
* period of time. 


Walk up to the spiked balls and 
wait for them to fall. When they 
start to ri^, run under them 
before they fall again. 


^f fbS are happy with th< 
|W^pon that you have, ( 
Dother k> blc^ these Sox 


i To keep clear of the 
cannon fye from 
ab*ve, stayi as before 
^ t(^ the right of the 
scr^n. This way you 
will nave mor^ time to 
dodge tfjg gullets. 


As you ^each this corn» 
‘*dr(^ to vouAknees ana 
fire, to take out the goon 
waiting for you on the 
other side. As y(|j 
progress through tne 
level, stay as close to the 
right of the screen as you 
can to avoid beina 
crushed. 


Blast these crates for extra 
weapons and to make the 
jump to the platform easi¬ 
er. Again, jump before the 
platform disappears. 


As the moving platfor|l 
reaches this point, junf 
before it falls into oblivion. 
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first GOARD*^** 


first meeting with the end of the 

s It you piokeci up . you start with a 
ere should be P'^with a weedy forty 


You will have to be very close 
before your weapons have the 
desired effect on these gar¬ 
goyles. 


Leave this box alone 
and the thug will not 
be able to shoot you. 
However if you are fc 
and have a powerful 
weapon you can bias 
him and the box 
before he can return 
fire. 


Jump onto this rising 
pbtrorm to gain access 
to the higher stages. 
There are several mov¬ 
ing platforms, all of 
vdiich need precise tim- 


Crouch down as soon as you 
fond and blast the goon into 
next week before he does tl^ 
same to you. * ^ 
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Following the 


From the mountain retreat you find your¬ 
self under the mountain. Here your main 
troubles are fire bars and conveyor belts 
with the odd knife-throwing goon for 
good measure. Where is commissioner 
Gordon and his police force when you 
need them? 


strange mutant 
green sludge on 


Creep fo^ard ani as the 
grey block falls from 


These ike bars revolve anti¬ 
clockwise so as it rolls up, run 
under it. 




Tjlis the last of the fire bars so I'm 
ure |o| have the hang of them by 
* - a, now, if not, why no^ 


; As yo»t jump from the Ihoving block, 
crouch dqfwn and fire theiLcreep forward 
.♦ on the conveyor belt unm you can duck 
V unier the fire bar. 




1 
























The power of this 
robot is equal to your 
own and it’s multi-shot 
gun is deadly. To over¬ 
come this; as it fires, 
move to the opposite 
side of the screen. 
When it has finished 
firing he will freeze, so 
shoot him in the back 
(very heroic). 




creep forwart 
sWyunhl you reach the edg< 

can ,ump to safer terra,? 


L-rtr'tr; 


Therelft anfther falling 
block here so walk for¬ 
ward and wait for it to I 
%^op, then jump on ou^ 
of the level. 

•fi« 










To get on to this platform will 
utilise all your bat skilly Only 
jump when the roof is riskig 
and the platform is coming 
towards you. Don't jump too 
high or you will end up on the 
spikes! 


Because of the rising c^d falling roof, 
Batman mu^se a senes of jump and 
crouch mwes to reiKh the crate. As 
H^ll (j| thqgoof, there are spiders to 
contend with. Kneel and tire to kill 


s with rocket packs ewo- 
ywfiereandneedtofae 


behind 















After handing in his ticket at the platform, 
Batman heads for the Joker’s factory where 
the clown prince of crime has been spotted. 
The factory is crammed full of conveyor belts 
and crates. The thugs on this level have 
knifes so be careful, thankfully they leave 
energy capsules behind after death. 


Having had his ass fried by com¬ 
puter, Batman follows the Joker 
down into the sewers! Here you 
must battle against raging cur¬ 
rents and bombs falling from pipe 
outlets (at least I think they are 
bombs!). All In all. Batty’s trek is 
not an easy one. 


As soon os you land on this men¬ 
ace, jump again to dear it There 
will be a thug waiting for you on 
the upper platform so jump onto 
the barrels and fire up to dispose 
of him. 


This conveyor belt travels right . 
to left so you will need to hop 
forwards to reach the moving 
platform, if you creep slowly 
forwards, you can balance on 
the edge of the belt and cut 
out all the hassle it gives you. 


This block will protect you from enemy 
fire. So when you do take it out, be 
quick to knock out the goon on the other 
side of the gap unless you want to be 
caught in a hail of fire. 


Take a break from your trudging 
through the mire of Gotham city 
and blast the sicko lurking in the 
sewers. 


Wait here by shuffling back and 
forth until the platform is within 
reach. The strong sewer current 
will push you into the sludge if you 
don't go against the flow. 













SuperXS MARCH 1993 






















































This level is very much like 
level 2-2, only smellier! 
Use the same tactic of 
moving up and down and 
try to collect a shield star. 
When the gas-powered 
goons arrive, move to the 
centre to avoid the rockets 
that they will fire at you. 
Keep using this move and 
you will finally clear the 
sewer and hopefully the 
smell (even worse than 
Patrick’s socks). 


Cil.F,AWl 


The whole floor is moving. 
The auto guns are nastier as 
they follow a twisting route. To 
succeed, stay behind the guns 
and duck the shots. Goons 
drop in for tea and if you 
don't blast them straight 
away, they let fly with a 
stream of bullets. 


^ fo6k out for tkis thug, orvi 

• ^ 

snjnned into the drink. The 

bestfvoy to ki^ibim is to jump 
up and throw batarangs as 
you land before he can retai¬ 
ls liate. 


As you land, duck to avoid an 
ambush, then attack bat-style; fast 
and furious (and wearing a mask). 


This is one of tiie few platforms 
'Aiirfhout water on it. Take a 
breathei^as you wait for the mov¬ 
ing plat^rm Jp come ^itbr^reach 
» arrti then make thaijump. 


MDRR Level 4-2 
NMLL Levels-! 
NWKL Level 5-2 
LGZQ Levels-! 
GPTW Level 6-2 
GNXF Level?-! 


KHCN 


QGVN 

WBZT 


FFHG 
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Gosh, it’s not very c 
Joker is hiding is it'? 
middle of Gotham ‘ 
Army camp full of 


wious where the 
Slap bang in the 
is a disused 

eits, not forgetting of 
■present death- ‘ 


goons. 


This tank, on loan from a military museum, tracks from 
right to left. As it does so, the ground crumbles under it’s 
tracks. To survive. Batman must run along side and blast 
the driver as he pops up to throw bombs. As well as the 
bombs there are spiked balls which fall and roll towards 
you, these need to be jumped if you are to reach the end. 
Luckily, the tank section is fairly short and you should 
have enough time and space to avoid the majority of mis¬ 
siles. Batty must negotiate this section with loads of ener¬ 
gy because the Joker is extremely tough. 


At last Batman has finally caught up with the Joker! The evil boss flies 
onto the screen in a bubble-blowing death machine. To defeat the 
gruesome giggler you must dodge the bubbles using the slide move 
for extra speed. Then, as the joker takes a break to laugh at you, run 
under him and fire straight up to drain his energy. You will have to be 
quick as he does not laugh for long and starts with more energy. 


Being the lilly-livered laugher that he 
Is, the Joker has fled from the army 
base to his secret hideout on “Ha Ha 
Hacienda island”. Batman must follow 
him here for the final conflict; but 
before he reaches the end he will face 
mechanoids and bubble blowers, 
maybe you should retire? 


As soon as you b 
^»endlygoonNvf«< 
^rrelshbashyoL 
down and bk 
oblivion with a bate 


>nd, o nice 
appear on the 
»Jr brofns ouf. 
lost him into 
tarang. 


Jump to the left as Robby tfie 
robot and friends fly ddl'n from 
the jungle sky. You wouldn't 
want to mess with Robby would 


As you approach the fire pots, 
duck ana (ire at the 
meJIbnoids that stream forth 
from tl-)^. 


Destroy the bubble blowers 
before making the jump for the 
next platform. If you fail to, you 
will be all washed up (ho ho!) 


If you are getting low on energy 
then blast the lasers from the ceil 
ing. You will receive an energy 
capsule as a reward 


Fire at the bubbles as they drop down 
on you. Wait for the platform to reach 
you because the gaps are wide and 
bottomless. 
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Cartridge supplied by: 

The Nintendo nuts at 
The Video Game Centre 
( 0202 ) 527314 


Good old Robby won't 
up, duck here to ovoid a 
whirling parade of his pch.m 


To clear these spikes, use the old 
slippy slidey. Do them one at a 
time and take a break in the 
middle, then on to the second. 


As soon as you land on this platform 
,duck to avoid becoming bat kebab. You 
will have to jump from here onto the 
next block before it reaches the end 
wall. Then jump off the second block as 
you are level with the platform. 
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I'lliiM 


the dome shooting fiends' head, collecting the 
:ve right and double jump to reveal a ctet on 
ve got the bronze armour from the ckst the 
rt vou'll now be graced with the golden touch. 


If Princess Guinevere is 


never an easy 


the tough action facing you 
reach high points, is the key 
il a hidden chest. 


‘scuino the love of your life is 
m thP^nhouls inhabiting this realm, youd bet 
off Mastering the art of double jumping 
AS iwels. doaUs iump at. 


Iievel l-Wy; 






On a quest for a chest? Well double 
jumping at the base of this hill will 
reveal the treasure you seek. 


Level 1-2 


Scary stuff eh? If you cheated a watery 
death, you’ll find yourself up against the 
next set of hellish horrors. Huge hairy 
spores seem to be in season - deadly 
to the unsuspecting warrior - but if that 
wasn’t enough, trundling skull carts roll 
up and down the ever moving terrain 
and they’re unstoppable. Jump! 


Collect the gold booty os you venture forth, but 


Here you'll find a ghost train 
with a difference. Clamber 
onto this cable car and be 
ready to jump at the other 
end. Tickets please! 


beware of growing spores. If they explode, it's 
almost certainly disaster for our hero. Jumping 
over that second skull cart seems all too easy. It is! 
But as you reach the first water gap, it comes back! 


The key from the Cockatrice oP®"® 
haunted ship vuith menacing \«ill-o -tt 
and quickly crumbles into the waves 
death. Leap onto the mast and revea 


Level 2-1 


Perilous swinging guillotines wr^k 
havoc in the rc^rs. Dodge 
either ducking or jumping as the pen¬ 
dulum motion reaches its bwest point. 


Ghosts are only a threat when they've 
fully materialised, so don't worry about 
those dark shadowy nasties^A single nit 
sends them to the after world. 


Flashy graphics, lively action and ^ 
simple game controls is what Super 
Ghouls 'n Ghosts is ail about. This 
adventure classic has ail the 
basic ingredients to keep you 
coming back time and again, and if 
that wasn’t enough, you could simply 
enjoy the excellent music and sound 
effects that the highly paced game play 
demands. Astounding Mode 7 FX will 
hopefully distract you from the sometimes 
frustrating lack of progress through the 
eight levels. They say practice makes per¬ 
fect and this certainly seems to be the 
case here. Although reasonably hard to 
retain, the powerful effect of the different 
types of armour will keep any genocidal 
maniac enthralled. How many Princesses 
can you rescue in one lifetime? 
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Stay on this skull pilbr to 
avoid being washed 
away by the huge tidal 
wave. Negotiating the 
sparse scenery is tough 
now. Get a feel for those 
double jumps, making 
sure you know where 


Coekafi 


Resist temptation and wait for the 
skull cart to crash into the deep 
blue before grabbing the loot. 


ridiculous! Use the ground height to your 
tage by leaping before it drops away, 


your distance from 

somefeatheredSu^ 

head secures its S be 

edwhen if extends to the 
3 Miniwing is dropped, s® 




Hurl yourself onto this hanging raft, then hold y^r 
lats as you undertake a rapid trip straight down. On 
hitting the water below, it's time to sail into part two. 


Luverly jubbly, another chest 1 here you cp'! 
Not so I'm afraid, let me introduce the infa¬ 
mous Mimic. These pink ghoulies rattle afwut 
in their chests before attacking. Kill. 


Treasure chests will reveal themselves 
as you negotiate the path, there's no 
need to double jump to uncover their 
mysteries. The raft will move with 
you as you leap about, but give 
yourself space to manoeuvre. 


Surfing USA dudes! A nonstop trip across the ocean deep prevails, with plenty of 
craggy hazards strewn along the way. Demented fish and venomous sea anemone 
are bent on pitching you from your small craft, and even fishmen try to cash in on the 
act. Keep the raft away from the left side of the screen to stop the scrolling action 
leaving you up up a creek without a paddle! 


Most of the pink columns need 
to be jumped over, however, a 
few sport red starfish which 
can be blasted for an easy 
route through. 


Level 2-2 
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Level 3-1 


A fire breathinq Woo is the first 
demon to attack. Fire in its general 
direction, keeping out of flames 
reach. It can even be killed when 
off screen. Leap over the molten 
lava pit and jump for the first chest. 


Climbing down this half ladder 
is no pointless exercise, because 
a chest is revealed on your 
ascent. Go down the ladder on 
the left and double jump at the 
bottom. Behold, the third chest 
appears! 


It's that moving platform cliche 
again! Only a conveyor belt 
action is there to make life a bit 
harder. Run against the direction 
they move, to save yourself from 
a burning desire to start again. 


An annoying Red Gargoyle flaps about here, 
swooping down to rid you of your prized armour. 
Avoid him and get to the edge on the right, then 
prepare to leap into the second stage! 




Welcome to the Crucible of Flame. Things start 
to warm up a bit now, but compared to the fast 
pace of the previous levels you’ll find this a more 
laid back passage. Lots of yummy chests are 
hidden at the start of this underground pleasure 
dome, so take advantage, and power-up! The 
big bulky Woo creatures are no match for your 
superior firepower, but be on your guard 
because the tiny demons who often carry gold 
pots hang around like a bad girlfriend. 


The first of these helter-skelter-type 
towers, require you to shoot stone 
gargoyles blocking the path Keep 
running right, shooting red bats, 
until the tower stops spinning then 
jump on the suspended platform 


These stone pillars will suddenly 
rise from the spewing lava flow. 
Jump between them to reach the 
safety of the hard rock face on the 
right. 










The Towers of Molten Steel add a <=®rtain twist to the pro^ 
do extra bags mean? Continues. 


Taking the platform to reach the next tower 
tempts you with gold bags ficwtina «n the sky. 
Ensure you're at the front of the platform 
before jumping to reach the bags, or you II be 
left in the lurch. 



The second set of towers are guarded by 
small goblins. These little menaces will 
drop from above and run along the 
ledge trying to spear you. Walk slowly, 
giving you plenty of time to attack them 


as they drop. 





Jump across the led( 


. --qes until you reach 

this one, but go no further! A few sec¬ 
onds pass until suddenly, the Worm 
Beast appears. You'll remain unharmed 
as it spins around you. 



The red bats will often clasp more 
gold pots. Running up the tower will 
give you a height advantage, so shoot 
to kill as soon as the bat is in range. 




Worm 
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Excellent rotation adds to the game 
play, as does the variety of scenery 
changes on this level. If the floor starts 
to move, it’s a sure sign that it’s going to 
break out into a spiky death trap. Get to 
the safety of a rotating ledge before 
you’re doomed. The Flame Fiends are 
best wiped out quickly, before they can 
unleash a green fire bomb, and with all 
that done, you’ll still need time to uncov¬ 
er the chests. Phew! 




The last ledge will 
rotate you, so that 
you can access this 
area. Find the chest 
and walk left to exit 
the stage. 


Battling your way through this perilous 
corridor will bring you to the third swiv¬ 
elling platform. As you embark, it will 
rotate through 180“ and you'll find 
yourself on what was the roof! There's a 
chest to be found here. 






After exiting the second 
rotating platform you 
come to this ledge to dis¬ 
cover a chest. Get ready 
to attack the green Flame 
Fiend above, a few hits to 
its head will put it out. 




Chest Locations 

Each level has a number of treasure 
chests to be found. As always, Super XS 
has found them all! 


There’s no mistaking it. This level is definitely set in the stomach of a giant ghoul. There are 
loads of bubbling intestines for digesting any foolish mortal who it might be having for lunch, 
and of course plumes of gaseous discharge. Holding your nose, you journey on. 



Jumping onto this ledge will put 
you in a spin. Beware of the sur¬ 
rounding walls turning to spikes, 
and keep firing to kill off the float¬ 
ing Genie Demons 


The blue spores must be dispersed 
before they explode. The shreds are 
deadly. Dodge the streams of gas and 
jump up these platforms before they 
drop away. 




Hydra is very predictable. Keep it on the edge of the 
screen all the times so you’ll have time to avoid the 
fireballs it breathes. Attack the three heads whenever 
possible, but be ready to run in the opposite direction 
as it metamorphoses, the body soon reappears. 
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Make sure you hang. 

ladder as thunder 


Level Stm 

■ ■ ' r • ' 

• -■ ■ 


If you're armed with 
weapons that can 
1 shoot upwards - such 
as the Tri-Blade - 
! take out the Woo 
from underneath, 
then jump up to the 
next branch unhin- 
' dered. 


Ice snakes grow from the ground. 
These don't attack, so simply shoot 
them until they shatter. Keep an eye 
on the ground for slight movement, 
this indicates that one is about to 
form. 


' .'j These plants are more 
; deadly than Triffids! 

' ! They shoot slowly, so 
/, lure it to fire, then move 
• in for the kill. 


To uncover this chest, you'll 
need to make a tricky double 
jump. Leap off this ledge, then 
as you become level with the 
background water, quickly 
i turn and jump back to uncover 
rile treasures! 


Brrr! The Ice Forest doesn’t look too 
hospitable that’s for sure! But the 
main problem with this level is being 
careful of your step. One hit from an 
ice plant, or a single whiff of a Woos 
breath could knock you backwards, 
with nothing solid below to break 
your fall! Once you’ve negotiated the 
tree, you’ll need to cope with the 
onslaught of ice snakes appearing 
from nowhere. It’s a laugh innit! 


A frosty reception greets you from 
this chillv Woo. Jump over the 
spiky icicle bridge and attack him 
before he gets too close. If he does 
hit you, at least you'll not fall 
througn the bridge. 


Collecting this gold bag can be a 
dangerous business. Moke sure you 
double jump just as you collect it, or 
ifs all over. 


The Ice Wall stage is one of the shortest you’ll find in the game. Plenty of t 
double jumping skills are needed to get across the Icicle bridges, but ^ 
luckily there’s loads of dosh to collect on the way (hopefully adding to the ^ 
continue bank).The wolves are back with a vengeance so kill them off as ^ 
you come across them, before they can launch themselves into the air. 





,t 'imAA 




Level 5-2 


Distant memories of level one 
should come flooding back here, 
as the old wolves make a re¬ 
appearance. They move in the 
same way, so use your old tricks. 


Right at the start, a double jump will cause a chest to 
appear. Another is to be found as you walk along 
the lower ledge. Collect all of these if you're to have 
any hope of surviving this treacherous place. 
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On defeating a guardian, simply 
press and hold “up” on the con¬ 
trol pad to reveal a secret mes¬ 
sage. 


Monster 


More Woos stalk the glaciers here. 

Make sure you grab onto every 
ladder to avoid the avalanches (see 
above), and keep your distance 
from the Woos; that icy breath can 
seriously damage your health. 


if quardians, the 

'is keeping yonr 
the projectiles he 
/ith double jumps 

"Ih Never let him 


leave 
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There's a chest here, but it 
is fiercely guarded by a 
Cockatrice sticking its beak 
in. its range is limited, so 
attack from the far left wall. 


Jump up to this ledge and 
move right. Keep doing 
double jumps and move 
on, keeping an eye out for 
Gargoyles and chests that 
will pop up from nowhere. 


Double jump through this 
gap, but turn on the sec¬ 
ond jump to access the 
ledge above.Make sure tk 
coast is clear of floating 
genies. 


Drop down off this 
ladder and move 
right immediately; 
shooting whatever 
you can muster, to ki 
off a hovering gar¬ 
goyle. Ah ha! More 
goodies. 


has two terms ot a 
, can shoot 
although this has a 
—-n distance is tn 

■ rattack comes fron 

\A/hich yoe need to 

'"‘^.moles.Whenevi 
his head to deteat 


Asuteroto 
range, so again, o. 

The second t 
beams, 
with jumping 
sible attack Ir 


Dejected and bored for 
centuries, this Red 
Gargoyle quietly sits here 
waiting for some action. 
Upon nearing your foot¬ 
steps approaching, he sud¬ 
denly rises to the occasion 
and takes flight. Kill him! 


You now find yourself in the Castle of the 
Emporer. Again, this level is reasonably small, but 
it will require plenty of shooting skill to deal with 
the Red Gargoyles because they can dodge most 
firepower. Firing in their general direction will keep 
them at bay though, but If you use this tactic, 
you’ll need to fire constantly. Except for the fourth 
chest (which is hidden on the ledge just before 
the guardian), the rest will reveal themselves as 
you walk past. 


Can you believe they’ve sent you 
back into the game, just to find 
some rusty old bracelet! Well for 
those of you who went the dis¬ 
tance, it’ll become deadly useful 
with your almighty foe - Sardius 
himself! Those who cheated with 
the level select are going to have 
a hard time of it; but it can be 
done! Firstly, let Sardius spit two 
platforms from his chest, then 
quickly hop onto one, so it takes 
you up to the head height. Now 
this is your chance, attack with 
full force until the platform disin¬ 
tegrates, dodging the laser 
beams with timely jumps. As you 
drop to the floor, position yourself 
to access the next set of plat¬ 
forms and repeat the process. 
This is hard work with no power- 
ups, but perseverance will prevail 
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Bound up these loqs, 
avoiding mimics like the 
plague. Jump down and 
right to climo the ladder. 


Double jump towards 
the right wall to 
uncover a chest here. 


Here's something new; 
Cockatrices shooting fireballs! 
Take out this one first, being 
careful to avoid incoming 
balls of death. 


Don't miss out on 
these chests. Collect 
the gold bag with a 
double jump and 
backtrack, leaping 
gaily. After a few 
tries, a chest should 
arrive. 


^ i 
3 k 

•.♦*>** I 

'ft ^ k 


Troublesome ghosts 
and Mimics are back! 
Take care of them in 
the same way as the 
Graveyard of Ships 
level. 


Once you have killed 
off both Cocktrices, 
the walls here will 
break down to reveal 
the path ahead. 


A Cockatrice that can reach to the ladders is still 
easy prey. Simply wait for the head to retract then 
move up to rfie ledge and go for it. 


This Cockatrice should be 
attacked from the left ledge 
to ensure minimum stress 
levels. 


The final build up to the ultimate guardian commences, 
or does it? Well no, in fact, because even if you make it 
safely through this level, your princess will appear like a 
vision; to inform you that you’ve got to do it all again and 
find a Power Bracelet she hid on the way. Apparently, it 
is the best weapon to kill Sardius (couldn’t she have told 
me this before?) Use all the same tactics to get back 
here with the added bonus of the bracelet’s power, or 
alternatively cheat using the level select! 


a' Super XS on 

If you think you a®" this issue, why not 

any of the games awereo i proof to 

front of the mag. 
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Break This 


r itvW>^vi 






Climb over. 




^^^Mickey Mouse 
|Ar*j^P^/has been released 

time and we’ve 

^UpP^had loads of readers 
pleading for a solution. Weil, 
here it is! Aii ieveis mapped out 
inciuding the iocations of keys, 
weapons and most importantly, 
extra lives. The descriptions here 
are brief; we thought we would 
let the maps do the talking. After 
ail, you only need to know where 
everything is don’t you? Just in 
case you stili cannot complete 
this cracking game, we’ve aiso 
inciuded aii the passwords. 


KEMCO £24.99 PlAfFORM ADVENTURE 


There are just enough weapons to kill 
all the baddies in your way on this level. 
Remember that if you are on stairs, 
nothing can kill you. Just walk onto the 
ropes to climb along them to safety. 


A really easy introduction to the game, level one only has 
five keys and a simple warp. No problem! 


Get the hammer as soon as possible 
and zig-zag down the level with the 
pipes to avoid confrontations. 


Lure the first two trolls down the set of stairs at the bottom. This way, you don’t have to use any weapons. 
Get the pickaxe before you go to the top because you need it to climb the top block. 


This sort of level is where Super XS maps are perfect. Use the map 
to follow the pipes so that you know which routes to take. The ham¬ 
mer must be collected to break any blocks and be careful not to get 
caught on the ropes on the right. As with stairs, if you enter a pipe 
with an enemy, you will not be harmed. Use this to your advantage. 


Another easy level, use the 
pipes to dodge enemies. 
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This looks hard but is in fact a very easy 
level. First, get all the keys and pickaxe using 
the pipes and sections of rope. If you get 
trapped on the ropes, press down and drop 
to the next level. Use the warp tile to get 
below and keep using the stairs to avoid bad 
guys. 



1 If things are getting tight on this 



1 level, use the important smart 
* hnmh Pit thp bottom for maxi- 


Eiii 

f U/L/l 1 tU Cll li Iv7 k^lMrllvyl 1 1 Iv/I 1 1 iw4/\i 

S mum devastation! 





Note the dotted warp route. 
This is the only way across. On 
the right you will need to push 
the weight on the baddie below. 


Watch the sections of floor that fall through when you stand on them. 
Go down the first pipe and tool yourself up before dropping down and 
breaking the blocks with the hammer and pickaxe. Use the ropes! 


This level looks daunting but because Mickey can survive I 
long falls, just jump off the towers if things get too hot. I 
Note the extra life on the right. Kill the guy outside first! I 


Use the hammer 
to break this 
block. 



B 

Bomb 





K 

Key 





H 

Hammer 







X 

Extra life 







J 

Jug 



Pickaxe 


Shield 


Smart bomb 


Arrow 


Timer 
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Break this. 










The four bombs at the start will help you get rid of any 
obstacles but it is the hassle in the pyramid you have 
to be careful of. Use the warp block on the right. 


If you make just one mistake on this pyramid level, you are scuppered! First of all col¬ 
lect the hammer and then break through to the first key. Now break the blocks in the 
order shown so that you can reach all eight keys. Once you have the pickaxe, you can 
climb over to the three keys stuck on the right side. If you fall off the edge of the plat¬ 
form on the bottom, you are doomed because there is no way back up. If this hap¬ 
pens, kill youself by walking into one of the baddies. 


Run straight to the left and get the clock before bouncing on the 
“up” block and getting the key at the top. The evil guards will con¬ 
stantly follow you through this level so get everything and run! 


By Mickey’s standards, this is a 
really complicated level. The door 
in the top left holds invincibility that 
lasts just long enough to get past 
all the enemies in the pipes below. 


You’re gonna need all your skills on this level. Use the map to devise a 
route and remember that to reach the last section you have to warp out! 


Cartridge supplied by. 

Nintendo 
( 0703 ) 652222 


Use this map to find your way through the myriad of pipes. You will need the hammer to get past 
the breakable blocks but watch out, because this frees some of the enemy. Once you have the 
two keys in the middle, warp from the bottom to the top left corner for the exit to the level. 


TH 

^ r\ 

JLi 


72 


Super MARCH 1993 







































































































































































































































































































































































































































































































































































'tM#feiggs i 




TSSjtfflias 


L 1 : Time 
L 2: Test 
L 3; Game 
L 4: Ship 
L 5: Race 
L 6: Word 
L 7: Shop 
L 8: Size 
L 9: Quiz 
L 10: Doll 


Date 

Zoom 

Disk 

Gold 

Zero 

Fire 

Root 

Read 

Tape 

Unit 




time. Stay on the ropes to avoid ground trouble and press down to drop onto relevent platforms. 


Again, use the pipes to 
avoid enemies and 
don’t forget invincibility 
icons for a safe path. 
The pipes in the right 
are perfect for luring 
guards away from the 
keys and then run to 
the warp tile in the mid¬ 
dle for the exit. 
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i level 21 
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Break fhis to jump up to the 
key in the room above. 




-^J*l*i* J* 


gif 






level 22 






|?.*?ja^ 


Walk off to the left for the first object then drop all the way to the bottom, using the 
“up” blocks to bounce back up to get the important objects. The invulnerability will 
cover you through the caverns and a shield will finish the job. Easy! 


Most of this level is 
spent whizzing 
through pipes. 
Remember, Mickey 
cannot be hurt from 
a fall so if things get 
dicey, leap off and 
look for another 
platform. Some 
rooms can only be 
reached this way. 



need to take it steady and 
save bombs for the 
guards at the top. 


Thank XS for a map! Make a 
route through this maze to 
the exit. Use all your skills to 
conquer level 23. 
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he only way to 

?nnrs 

same way. 


decide to follow you. You only have a few weapons and so far to go. 
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Aliens occupy the city streets and this is where the Probotector 
commences the mission. It’s survival of the fittest out there as 
you’re attacked by the ground patrol, snipers and human-faced 
dogs. Collect weapon power-ups and prepare to dodge the 
mighty napalm attack from the invaders. The future of the. 
human race is in your hands, don’t drop it! 


I Your human creators send power-ups in 
the form of these flying capsules.To acti¬ 
vate, shoot them down to reveal the differ¬ 
ent types of weaponry. The spread gun is 
the most effective weapon on this level. 


Crouch down on approaching 
this gun turret to avoid its fire¬ 
power. Shoot at its base repeat¬ 
edly and reduce it to rubble. 
Watch out for sneak attacks 
from behind. 



The first of the overhead rotat¬ 
ing levels is introduced here. 
The object is to wipe out dome 
fortresses, which are occupied 
by an alien soldier. The 
Probotector can be rotated 
through 360° enabling him to 
realistically rampage through 
the streets. Using this map to 
locate each dome will be 
Invaluable to your cause. 


This strange contraption has 
six ball shaped weapon sys¬ 
tems which need to be 
destroyed first. When the 
Probotector appears, simply 
run constantly backwards, 
pausing to fire at them when 
the machine stops spinning. 
Use this method when It takes 
off. but rotate to face the red 
beacon as It lands. 


It is the year 2636. The puny human 
race has succumbed to an alien 
invasion of the Earth. Who ya 
gonna call? The Probotectors! 
Battle your way through six lev¬ 
els of alien mayhem before tak¬ 
ing on the biggest bug of them all 
and save the Earth from its plight. 
Non-stop mechanical mashing, 
robot ripping, cyborg splitting- 
shoot-’em-up frenzy incorporating 
overhead views and nail-biting 
simultaneous two player action. 
Super Probotector mW leave your 
joypad smoking! 


SECOND 

GUARDIAN 


Use the walls to protect yourself 
from oncoming enemies. As they 
draw near, pop your head 
around the edge and blast them. 


Mines litter the hig 
They re best avoided by rotat¬ 
ing so you're facing them 
head on, then neatly dodge 
from side to side. 


The object of this level 
is to knock out these 
domes. Stay far 
enough away so that 
its bUlets pass either 
side of you and attack 
when they open. 

<1 

Cracks in the 
flyovers show 
where they'll fall 
away to leave small 
paths like this. 
Approach them 
slightly to the left of 
the road markings. 
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climbing up onto these platforms 
enables you to ovoid the alien 
onslaugnt below. Collect the homing 
missiles at the top and all your sub- 
siquent enemies won't know what hit 
them. 


Dogs with mother-in-law faces devour 
human entrails from these dustbins. 
Sensing fresh meat they chase after the 
Probotector (only on hard level), but a 
quick blasting U-turn will send them off 
with their ta if between their legs. 


Use this platform and take out the two can¬ 
nons protruding from this fortress. The red 
beacon is the attack point and can be hit 
from ground level, although a few rounds 
need to be fired off to the rear, taking care 
of soldiers coming from behind. 



An invincibility icon appears here. 
Make sure you take advantage of it 
and charge forwards as far as you 
can. Don't hesitate and you'll get 
past the first set of flames. 


Luckily our robotic nemesis comes across an armoured car, keys in 
the ignition, with the engine running. No questions asked, just jump 
in and get blasting as its life span is short and you'll need to wipe 
out as many alien positions as possible. One hit from the big gun 
takes out the armoured wail later on. If you see anyone above 
chucking grenades, leap out, use the homing missiles to take him 
out, then get back under cover. 



In their haste for world domination, the 
alien invaders employed the 
Bournemouth gas board to sort out this 
little lot. If you're not used to this sort of 
potential death trap, only jump when 
the flames are at ground level. 


As the building crumbles to reveal the 
hAognus MK2, position the Probotector 
here. The armoured car will move out 
enabling you to blast it from behind. As it 
can only fire ahead, you can't be hit! 



I Incoming! This awesome Stratofortress 
appears from no-where and drops 
napalm on your ass. Jump onto the 
stone ledges and prepare to shimmy 
across the railings on the right. 


Torrents of lava erupt from the 
road below. As with the flames, 
only move forwards when the 
column has subsided. 


Weapon power-ups grace the 
sky but make sure they're shot 
down above the Probotectors 
head or the/ll be engulfed by 
the lava below. 



Stand on this platform and wait 
for the flames to ride overhead 
^fore you continue the mission. 


AAARCH 1993 Si 


This Guardian is all heart and that’s exact¬ 
ly where you need to shoot it. Fire at it’s 
head from the stone platforms, then when 
it closes its mouth, drop down to ground 
level and shoot at its ventricles. Repeat 
this method avoiding the small shot emit¬ 
ted from the heart area itself. 
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Thes 

'■ open upro 

attack. They can only be hit in 
their open state. Flame-throwers 
are best against these foes. 


A laser power-up appears 
but only shoot it down when 
it's above the structure or it'll 
fall straight through the gap! 



Gigafry may look like the angels of death but in fact they 
pose very little threat. Their method of attack is to swoop 
down on the Probotector and carry him off only to fling him 
into oblivion. If one does manage to get a grip, simply shoot 
upward into its body ana it'll drop you like a hot coal. 


T go€ 

and fire towards the red beacon. When the beastie 
stops flashing as you rise up the other side, leap up 
onto the railing and dodge the drilling spike. Position 



Fancy a little cheat to ensure you're triumphant? When the Birdmans floatina fortress appears, 
position yourself as far left as possible and shoot right, wrapping an elastic Band around your 
fire button. Grab your copy of CONSOLE XS and run wildly tnrough the streets for two hours, 
spreading the word to lesser mortals. On your return you'll find your score to be unmentionable 
and the maximum of thirty continues stashed in reserve! 


On reaching the top 
of this structure 
you're rewarded with 
another flying 
weapon power-up. 
Shoot up and to the 
right from this edge 
or the booty will 
plummet downwards. 


Hellriders are hard to bring down 
due to their speed, but as they drot 
a bomb, speed forward and they'll 
explode harmlessly behind. 


A circuit-crushing snake 
monster rears it's ugly head 
here. As soon as you see it, 
dash to the left to avoid any 
hedgehog type fate. 


Oh lordv, it's a Tri-transforming 
Wall Walker] This enormous beast 
cannot be destroyed until it has 
metamorphosed. Simply move 
along with it; keeping just below 
the top foot, constantly shooting 
left to take care of the incoming 


Dare-devil bike riding skills are needed to sur¬ 
vive the completely tooled-up 
Anti-Probotector alien aircraft. The map 
shows its weapons in reverse order as the air¬ 
craft moves from right to left during this level, 
ending in a nightmare flight between missiles 
launched by a friendly helicopter. Umm, won¬ 
der if you’ll see him again? 


Mim 
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Max weapons to 
Max for weapon 
Infinite lives 
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Constancy shoot alAe tank until you 
see its gun recoil then jump up from 
the bike to avoid its shot. 


Lasers zap the road but slipping in between 

them while they're inactive will save you 
from a shocking experience. (Sad joke dept.) 


Strange and wonderful creatures appear 
as you relentlessly wipe out the alien 
scourge. This level definitely has its ups 
and downs, leaving you to take on the 
alien might while clinging onto walls by 
your finger-tips in some parts. Pass the 
oil can, It’s gonna be a tough one! 


Huge turning wheels are the 
only method of traversing 


only mernoa or Traversing 
this gap. Drop from the first 
wheel when an arm on the 
second is underneath or 
you'll fall to your doom! 


Jump up to the top left ceiling area and shoot diago¬ 
nally at the brown robot. As it starts to walk near, 
quickly shimmy across to the other side and do the 
same, it only jumps up when it’s nearly underneath. 
Big Fuzz shoots flames clockwise which 
can be avoided by running in front of them 
^ until you’re above the head, then dropping 

down. Continue this process and shoot the 
^ head when the flames stop. When the timed 
^ bombs are planted, flee to the direct opposite side 
of the room; the flames won’t be able to reach you. 
Attacking the head as Fuzz looks around will soon 
make him lose it. 


Shoot right from this position to be 
sure of killing plenty of Birdmen 
and remaining untouched. When 
a gap in their flight path ensues, 
dash up to the next ledge. 


L7un turrets reveal themselves 
from the wall. They slowly 
turn until they've tracked 
down your position so ifs a 
shoot or be shot situation. 



Just like Vietnam man! Grab 
hold of the missile while a 
Rambo type character whisks 
you off to finish the job. 


Dodge this weird looking 
Tetrandokker by zooming 
underneath when it lifts up 
ifs legs. Ifs safer to attacK 
from behind (ooer). 


FOURTH GUARDIAN 


The secret to defeating this seemingly 
indestructible guardian lies with the 
lowest missiles. Ride these and shoot 
the bottom gun, paying attention to the 
aircraft movement back and forth (the 
missiles explode as they hit the force 
field). When done stay low and fire 
upwards to knock out the top gun. Now 
it’s a matter of flitting between the cen¬ 
tre missiles while blasting the red tar¬ 
get area! 
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The conveyor belt traps 
send you plummeting 
downwards. So avoid 
straying into areas like 
this. 


Although this bridge is safe, 
you have to guide the 
Probotector across, or you'll 
fall straight off the side. Take 
it slowly and rotate so that 
you walk sideways. 


Wadder beasts are a real pain and are best taken 
care of with a smart bomb. If you feel courageous, 
shoot the high ones as soon as you see them, then 
lie flat to take care of the lower beasties. 


Drop flat and shoot the sacks on the ground 
before the scorpions know what hit them. 
With these gone, stand back and fire at the 
heart while killing the scorpions dropping 
down and hitting me heart simultaneously! 


These ugly bugs can't 
reach you from nere so 
fire behind you and jump 
over as soon as one has 
leaped to its doom. 


Whilst defying certain 
death as you charge 
around knife-edge cliffs, 
your mission now is to 
knock out the stronghold- 
ings and secure this cliff 
top. The alien forces have 
devised traps for our great 
hero, sending him into a 
spin but with the area 
mapped out, life is slightly 
easier. Don’t let the con¬ 
veyor belts throw you off 
the edge 


Start the mission here 
and wipe out the first 
stronghold by rotat¬ 
ing so that you're 
lined uo with it as 


lined up with it as 
soon as you appear 
on screen. A homing 
missile power-up 
reveals itself under¬ 
neath which is by far 
the best weapon on 
this level. 


breaks 


This bridg 


away as you cross 
After takina out the 


.Tier roKing out me 
stronghold below, 
:ess the riaht area 


access me rignr area 
of the cliff via the 
lower bridge. 
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Each of these 
quards come 


strongholds them¬ 
selves. They con 
be destroyed with 
0 few hits but be 
prepared to 
dodge o boll of 
fire emitted os 
they explode. 


Jump this gap and fire ^ 
upwards to shoot down 
much needed power-ups. 


This guy's got some really bad halitosis. 
As soon as your up against it, shoot at its 
mouth before too many of the nasties get 
out. As long as only one at a time keep 
coming at you, he'll be history in no time. 


;^^ures|ump oufofthedis- 

^ arnis so stay right ond fire 

yourself, while 

_ ^he some time. 


o£ p.' fcotWptu 

n^ove up, firino Hinr, u so 

continue theVt®U« 

^^ctstoteleport'butshotrefce 


These whirls will send you 
spinning. When you sfep on 
them, rotate in the opposite 
direction to maintain your 
sense of direction. 


Kimkoh has to be killed with skillful timing. Stand on its 
knee and fire diagonally downwards into the armour. 

As the last of the firepower falls past its head, jump 
onto the ceiling to dodge the flame from its eye. Jump 
down, pushing right to avoid being crushed. 
Repeating this method will bring it to its knees. 


GAME NAME: Super Probotector 

TIME TO COMPLETE: 3 days 
HIGHEST SCORE: 5.290,100 
NUMBER OF LEVELS: 6 
CHALLENGE RATING: Hard 
If you think you can beat the pros at Super XS on 
any of the games covered in this issue, why not 
send in your high score, together with proof to 
Super XS High Scores. The address is at the 
front of the mag. 


Level six is set in biomechanical 
mesh with aliens “coming outta the 
goddam walls”. The fight is frequent¬ 
ly punctuated by slavering alien 
guardians and deadly Insects but 
you are nearing the end of the battle 
and the mother brain is in sight! 














, '“V 

nan eight differentmt^ 
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Splice the mainbrace and keelhaul that land¬ 
lubber! It’s time to take to the seven seas in 
search of the pieces of eight, buried treasures 
and “ladies of the night”. 
Slashing away with your scimitar, quashing 
mutinies, finding iost treasure and throwing 
up over the side of the ship when the seas 
get a little rough ate just some of tho Joys of 
Pirates on the NES! 
Frequent seafarers and dab hands at pillag¬ 
ing villages, Supeb XS has turned the game 
inside out with yet another definitive 
solution. 


UlTRAGAMES • £TBA • STRATEGY 


The year and choice of nation has a 
certain bearing on the reception of 
your jolly band of Pirates. If you’re 
just in it for a good time, select 1660 
and English nationality - this way, you 
should have a fairly easy time of it on 
the seas themselves. If you want the 
most difficult time of all, go for a 
Spanish nationality and 1560, taking 
on your own country for riches 
untold. 

TAKme SIDES 

No matter what your nationality, 
you should choose two nations 
that you will defend. It may be a 
matter of switching allegiances 
someway through the game, but, 
to begin with, take the side of your 
chosen nation and also that of 
either the English or the Dutch. 
When going through the game, 
watch the ship’s log and listen out 
for news from passing ships to see if 
your fave nations have declared war 
or peace with others and act accord¬ 
ingly. 

Taking the side of one nation basi¬ 
cally means that you shouldn’t attack 
their ports, towns or ships but you 
should go for their main enemies. 

This will also allow you to increase 
your rank amongst your allies and 
even get to know the daughter of the 
many governors of the towns (and 
we all know where that may lead to). 

PRESS OANO! 

The easiest way to recruit more men 
is to stroll into town and visit a tavern 
where you just may find a willing 
hand or two ready to join your party. 
If that fails, why not club them round 
the head and drag them aboard! 


Watch out in 
hostile terri- 
t o r i e s 
though 

you may lose 
much of your accumulat¬ 
ed wealth if you visit the seedy side 
of town. 

The alternative is to attack enemy 
ships, aiming to grapple and board 
them to cause minimum damage. 
Beat the Captain with some skilful 
swordplay (see below) and you can 
have the ship while any men who 
survive the battle will swear their alle¬ 
giance to you. 

Once you have plundered a ship, put 
a number of men aboard It. Build 
your fleets up to a decent size, then 
start to sink the lesser ships to make 
way for faster and bigger ones. 


To win a sea battle, always try to plot 
your course to Intercept the other 
ship as It turns. If it is escaping, try to 
hit it twice to damage a mast, thus 
slowing it down considerably. Then 
ram it and the enemy will either sur¬ 
render or force you to fight (see 
Swordfights). Note that if you 
have need to seriously damage 
the ship then you might as well 
plunder and sink it rather than try 
to use it. If you delay too long in 
the chase, darkness falls and the 
fight is called off due to bad light 
(that never stopped Black 
Beard). 

When you first start out then 


raoMonoN 

Upon defeating five ships or five 
towns, return to a national port and 
visit the governor, who will then offer 
you promotion. If you want to gain 
land then the method Is much the 
same as gaining promotions - 
destroy five ships and towns, visit an 
ally town and you will get some more 
land. 


Super MARCH 1993 























These aren’t too difficult to master. 
Always choose the long sword and 


SHIPS AHOY! 

Each ship has different tolerances and if you pitch a small sloop against a 
mighty war galleon then you are liable to get your ass kicked! 

Below is a list of the messages that show how well your craft Is holding up. 


HIT MESSAGE 

SPAR DAMAGE 
SAIL DAMAGE 
LOST A MAST 
HULL LEAKING 
SHIP SINKING 


Affects handling slightly. 
Wind can push you off course easily. 
Cannot move against the wind at all. 
Manoeuvrability affected, difficult to turn. 
Hard to move at all. The end Is nigh! 


it Is advisable to keep all the ships 
you can to support men and food, but 
as you win bigger and stronger ships 
you can gradually replace the duff 
ones. If you are not exactly parallel to 
your opponent then the cannon balls 
will fly off in all directions so learn 
which way the ship should look when 
it is fully horizontal or vertical. 


If the accurate bombardment from a 
fort has driven you inland then this is 
no bad thing as long as your men are 
strong and fast. To attack a fort from 
the land, move your troops icon over 
the fort and the scene changes to an 
overhead view of the battle. Your men 
appear in white against the enemy 
(yellow). 

The terrain nearby plays a crucial 
role so try to avoid any swamp or 
marshy areas as they will slow you 
down and provide sitting duck targets 
for the enemy. If you get in range, the 
enemy will attack with muskets and 
your troop strength will go down. You 
have no control over the men so just 
stop moving and they will return fire. 

The Super XS cut-throats have 
discovered that the best way to get to 
the fort Is to split the force into two 
and find some woods nearby. As the 
enemy advances, move one group in 
one direction and the other towards 
the woods. You will notice that if the 
enemy enter a wooded area, they 




EFFECT 






disappear! This Is because the dense 
trees hide them from view so that you 
never know where they are going to 
pop up. You can use this cover in the 
same way. 

The moment your troops enter 
woods, they will be Invisible to the 
enemy and so the defenders will 
always move towards the other force 
who wait In the open. Once the 
defenders have passed you, move 
towards the fort using 
the trees as much as 
possible. You should 
make It to the fort with no 
hassles but always 
remember to have a large 
number of men in your 
attack force because the 
fort also carries guns and 
will get a few hits in as you 
approach. 

Ignore the rest of your 
troops because they will 
join you as soon as you 
reach the fort. 


then vary your attack - head, waist, 
head, head, waist and so on. The 
most effective method is if the enemy 
: captain raises his sword to defend 
against your attack, swiftly change to 
a low blow to skewer the blackguard. 


Slash attacks are the fastest and 
therefore the best, requiring less skill. 
If you attack a fort by land or sea, 
your men will scale the walls and 
there will be an inevitable face-off 
between you and the fort comman¬ 


der. Similarly, if you attack 
a port without a fort, spy an 
escaping pirate or board a 
flaming ship; the one-on- 
one battle will always be the 
same (albeit with different 
coloured tunics). 

If you are heavily out-numbered 
then your group status will be ’shak¬ 
en’ or ’panicked’. In this case, you 
had better make sure you do not take 
a single hit or the battle will be lost. 
Each hit you score will knock down 
the number of men on the enemies 
side and lower their moral. Once you 
have your opponent ’panicked’, just a 
few more hits will finish him off. 

Once you have won, you can pil¬ 
lage whatever you attacked, and may 
even get men back who have 
changed sides. Be warned. If you are 
completely thrashed by the enemy 
you may end up in jail for six months, 
but If you escape, you may not have 
enough men left to sail any of your 
fleet. In this case you will be 
marooned and will have to re-build 
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home port and see what reward is 
offered. This is an extremely quick 
way to gain money and Brownie 
points with the local authorities. If you 
capture a number of villainous 
rogues then it is always best to stop 


your empire. 

Remember, It’s better to run than 
lose - a reputation can be re-built, 
wealth is harder to come by! 


The whereabouts of the fleets and 
the silver ship can be discovered by 
first making It to the rank of Admiral 
and marrying a governor’s daughter. 
Then every time that you visit her 
home town you will be 


offered the last location of the 
ships. Beware, this may have 
changed by the time you get there (if 


TO^ 

When attacking a town from the sea, 
try to use your largest ship and then 
keep circling, firing broadside into the 
fort to destroy the cannons and 
reduce the number of troops that you 
will have to battle when you finally 
storm the fort. If your ship Is badly 
damaged during the attack, try to 
reach the fort so that you can contin¬ 
ue your assault. If the wind direction 
makes this a little difficult, just get out 
of there! 


If there are a few too many forts (le 
more than one) then carry out the 
assault by land - If you are successful 
then you can plunder the whole town! 
If your men heavily outnumber the 
townsfolk - such as 800 to 200 - then 
you may well be asked to replace the 
governor and form a new leadership. 
Such governors will be friendly to 
your fleet and you can always find 
sanctuary there. This is also a good 
way to get in with the big cheese’s 
daughter. 

Who said NES games lacked 
depth and strategy? 


else though! Other 
than that, try to take 
over Vera Cruz, Campeche and 
Villa Hermosa. 


reward is 
quick 
Brownie 
If you 
of villainous 


in the middle of a campaign and 
return home to claim the reward. If 
you leave it too long, the pirates and 
hunters will escape overboard and 
return to fight you another day. 
Trading information with any captured 
pirates is rarely fruitful so just capture 
then and sell them off. 


^ «« ICE 






you pillage any towns on the way) but 
the bounty will always be nearby. 

Once you have attacked the 
town you will be informed of your 
reward as the smoke settles. It 
is a good job that Governors are 
notoriously dim because other¬ 
wise they might start putting 
two and two together and find¬ 
ing out whose betraying all 
their secrets. 

TARGiT 
10¥fNS 

Unless you are Spanish, you 
should always attack the 
Spanish towns - you will never get 
the support of the Spanish authorities 
anyway. Look out in case they sud¬ 
denly become pally with somebody 


Towns without forts such as 
Gibraltar can be easily overcome 
with a simple swordfight against 
peasants but think twice about 
attacking towns with more than 
one fort. Always read the news in 
taverns and from ally ships 
because ports are constantly chang¬ 
ing hands and new allegiances are 
formed. 


Always take any Pirates that you can 
find, then visit the governor at a 


TREASURi 
MAPS 

Visiting taverns or letting pirates go 
free will often get you a fragment of a 
treasure map. To view them, go to 
the main menu. You will notice that 
they are a magnified portion of the 
game map with the exact location of 
the treasure (or hostage) shown. In 
your wide experience of the world, 
you have to find the spot of land that 
looks exactly like the one in the map; 


land there and begin a search for the 
booty. If you have chosen correctly 
then you will be Informed of your suc¬ 
cess. 

The key to finding buried treasure 
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efforts were rewarded . with 
7000 gold! 

it really is as simple as that; Wfk 
but our advice is to store the 
maps up in case you get Hw 
more pieces of the same CBS 
map. As long as you keep Hu 
referring to your pieces 
throughout the voyage you 
should slowly start to recog- 
nise the coastlines of all the 
countries and find the trea¬ 
sure even quicker. Finding treasure is 
a sure way to keep the crew happy 
and prevent mutiny so always keep at 
least one map in reserve in case the 
crew turn against you. 


However if you have had a 
mutiny then watch the roll call get 
less and less when you dock 
because your crew will not want to 
sail with you. The best (if most cost¬ 
ly) method of improving moral is to 
divide the booty but use this only as 
a last resort. 


ably like the Florida Keys due to all 
the reefs and a particular outcrop of 
rock. When we beached the ship and 
searched the area on the map, our 


If you are travelling for too long on the 
open seas without finding treasure, 
dividing up the booty or pillaging a 
town then the crew will show signs of 
mutiny. The first signs are when the 
first mate informs you of the possibili¬ 
ty. If you do not take steps to Improve 
moral then you will be forced to fight 
the mutineer to the death! 

Use the same technique as before 
and you should win fairly easily 
because general morale is so low. 


is to scan the map for any clues. A 
reef, piece of jutting land or even an 
enclosed bay can all help to trigger 
your memory. 

In the example below, we have 
shown the map which looks remark- 
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NINTENDO • £39.99 

& Palace Basemer* 


he first room leads off in all direc-^ 
Hons • if you're in a hurry, head 
straight for Palace Basement, oth¬ 
erwise take a good look around. 


Get the goodies in the 
chests at the top to add to 
your supplied 


You can go up here to 
reach the battlements 
where soldiers throw 
bombs at you. Head 
up to reach the 
entrance to the 
Basement. 


Looking under the bushes, 
either oy picking them up 
or hacking them down can 
reward you with different 
items and power-ups. 


The first palace is prac¬ 
tically desertsi and a 
perfect introduction to 
Link’s many skills. Thm 
aim is to find the 
Boomerang mdi 

Princess Zelda and 
. then esc^e to 
Sanctuary. You will 
need the Lantern 
(found in Link’s coti^e) 

■ and a great deal of 
, magic povsffir to make it 
, through the basement 
' floors. Otherwise you 
will find some of the 
darker ar^ a little 
frustrating. 


For a quick route down, go to the 
platforms that aren't protected by 
a high wall and then walk into it 
until Link jumps. 


Run into this tree to 
earn five rupees. You 
may not be able to do 
tnis just yet, though, 
because you need the 
Pegasus boots found 
later in the game. 


Once out of the first secHon, you need to 
move around to the entrance to the main 
castle in the middle section. Use the bush¬ 
es to hit the guards since it is quicker and 
safer to kill them from a distance. 


To get into the castle grounds you 
neM to pick up this bush. Drop 
down the hole and you're in! 

Inside you meet your step father 
who gives you a sword and shows 
you how to use it. Follow the pas¬ 
sages to the palace gardens (left). 


You are able to get onto the 
castle walls although its pret- 
f pointless. There is a con- 
jsed guard up there but 
that's about it! Later on, the 
place is crawling with 
Agahnim's disciples! 


Sopbr ; s» MARCH 1993 


It’s history in the making folks! Never 
before has a single magazine printed a 
solution this big! Zelda III on the Super 
NES is a truly epic game and deserved 
the full attention of the Super XS game- 
busting team. We’ve worked night and 
day to bring you this incredible 22 page 
solution of the greatest graphical RPG 
ever! All the objects, weapons, hearts, 
and maps have been busted wide 
open! Every guardian is 
explained in detail, together 
with full maps, tips and quick 
reference guides. We think you 
will agree, Super XS is unbeatable! 




























































































































Before leaving 
the first 
Basement, 
make sure that 
you have full 
energy and 4ie 
Boomerang. If 
you have only 

and look uncSr 
a pot or two. 








This room contains three 
hearts, so if you are low, 
stock up before taking on 
the knight guarding 
Princess Zelda. 


ciat swoi 


Rather than just stabbing the guards, keep hitting them until they 
teeter off of the edge. Make sure that they don't do it to you though! 


^^'■whol.e nw'seetiiXT- of 
opiens up to yotiv^ 
first rteed Zelda’s . ^ & 

sttove altar as^ anS tftan 

* 3t .throu^ to' 

is: SanctuaFy.- ;tc 

^ Sanctuary, is fraught 
'gar such as rats, ahd 

anoraks so use the laniern to 
i§nit© the and light the. 
room. ■ 


The letters shown here This at-a-glance gui^i- 
indicate connecting shows where all thd;: 
doors between maps important objects are ori 
and floors. the maps. 




Push the altar from 
the left to the right. 
When done, head 
through the small 
doorway to the room 
above. 


Don't waste onv power or time - just rush 
to the left to reach the next section. 


Check out the pots in the 
top room, then pull the 
switch on the right in the 
bottom room to open the 
vov to the Sanctuary. The 
left hand switch fills the 
: room with cobras. 


The old man has 
many useful things 
to say and there is 
a section of heart 
waiting for you in 
the chest. 


Light up the castle 
rooms by going to 
the torch holders 
and using the 
Lantern power. 
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Once 

Master Sw' 


Blacksmith’s 

returns, go 
make the s\ 
more power 


There is something magi¬ 
cal about this tree - come 
back later when you have 
the boots and dash into it 
to find a fairy room 


the thfrH and 

rne third castle. You’ll 

Glove to move 

toe rock out of the wa™ 



myrnwum^- 


This shows you where the magical 


^ tiles that will transport you to the 

Wmm 

Dark World are. 


To get through to the castle 
entrance, you must stand in 
front of the inscribed stone 
and use the Book Of 
Mudora. 


V„„oanli«uP_W^“;« 




to a tairy 
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the FI ppers which allow you to 
wade ,n the deepest wK ‘° 


rT\ushroom 


The first castle can be 
found here. Make sure that 
you visit Sahasrahia first 
though. 


the and 

the right switch so that 

canlind and 

can find a piece of the heart. 
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Once you have the flute, 
you can go to the 
Weathercock and blow it 
(the flute) and you can be 
transported to one of eight 
locations by a goose. 


You will be able to gain 
some valuable Information 
on the old man that you’re 
after by visiting this house. 


To reach this cave, go to 
the hill above and jump 
right In! There are loads of 
bonuses within. 


I§ Go downstairs in the 
I Thieves House and blow a 
I hole in the weak section of 
^ the wall to find the hidden 
treasures. 






This sick lad will give you a 
bug-catching net although 
only if you have the magic 
bottle to catch things in. 


Just to reiterate, make 
sure that you get a magic 
bottle from this guy. You 
won’t get many other 
chances! 




When both the blacksmith 
and his partner are pre¬ 
sent, you will be able to 
increase the power of the 
magic sword. 


Visit the merchant to stock 
up on essential Items if 
you can afford them. 




1 1 


, 7133 3ia ss&rara ' 

^ O3?ft0a Wiliui l3®5Bai i 

a 

-ESErnssa — rr 


To successfully beat the - When you have the boots, 

15 second game you will shelf 

- need the boots. Go up make the Book of 

< along the right side then Mudora fall down. 

I cut along the top and run : 
through the bushes. Go ' 
down at the end. 


Go around the back of the A game of chance. Take 

inn and walk through to your pick of the chests to 

find another magic bottle. see if you win big or lose 



lllag® 
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i first castle. It’s impor-^ 
tant to collect the 
Bow in here as well 
as the first amulet 
that Sahasrahia has 
requested you to find. 
Once you have It, 
return to him to earn 
the Pegasus boots. 


The bow Is needed to 
deal with the 
guardian of the 
palace. Hit the first 
five with three arrows 
then finish off the final 
one with your sword. 


To get the Key, you hove 
to defeat all of the ene¬ 
mies in the room and 
then stand on the switch 
(under a pot). A chest 
will appear with the big 
key inside. 


When moving up, try 
to dodge theTxills by 
running from one 
alcove to the other. As 
long as you don't try to 
rush through it you 
shouldn't lose any 
energy. 


Head for the four pressure pads 
to open the door and escape 
this oalhfilled room. 


Once you have climbed the 
steps you will reach this room. 
Look under the pots to see if y 
can find any hearts. 


To reach the first and second floors, 
exit throuah the west door and head; 
^ right to the cQy». You will need the 
rower glove (found in the big chest in 
the top left room of this palace) to 
move a large rock. The sentinels in 
the rooms leading to the guardians 
shoot lasers as tney rotate so time 
your runs to missJne lethal blasts. 


To get through this 
room, shoot the 
guardians in the 
eyes with flie bow 
to disable them 
and step on one of 
the pressure plates 
to open the door. 




You need to hold the Book 
of Mudora in front of the 
stone to open the door. 
The statues will then shift 
position so that you can 
enter. 


Light the two 
torches and a 
chest containing 
the compass will 
appear 




I.K1.XT tncj 




The palace containing the sec¬ 
ond amulet Is a little smaller 
than before although you will 
have to venture outside to reach 
the first and second floors. 
There’s also a small piece of 
Heart to be found if you go out 
of the south west exit and walk 
down. 
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Guide the Old Man through 
Death Mountain and you will 
be rewarded with the Magic 
Mirror. 


Go to the fifth floor, don’t alter the 
position of the holes and fall 
through the top one of the group 
of three (near the door). You will 
fall all the way down to a fairy 
room where your energy will be 
refilled. Don’t worry about climb¬ 
ing back up - the teleporter will 
take you right back to the fifth 
floor. Now that’s magic! 


To reach the entrance to the Mountain Tower, go through a portal 
found atop Death Mountain so that you arrive in the Dark World. 
However, since you don’t have the Moon Pearl you will appear as a 
Bunny. Find a patch of ground that looks exactly like Spectacle rock 
(above) and use the mirror to zip back to the Light World where you 
will miraculously appear on the top of the mountain. 


You don’t start on the first floor, 
but you will certainly need to visit 
it to find the big key. Hitting the 
right combination of magic balls 
may take a while - remember, 
you can use the arrows to do the 
job. 




To be able to reach 
the big key, you 
need to hit one of 
the bolls to moke the 
barriers retract. 


This is 0 telepathy tile, use it to contact Sahasrahia 
in times of trouble. This is also the level with the 
Moon Pearl so don't forget it. 


Learn to use the magic balls to make 
the barriers retract. It's not as compli¬ 
cated as it looks - there are only a fev 
different settings and combinations. 


Reaching the Moon Pearl is 
tricky. Go to the fifth floor, step 
on the star and fall through the 
top of the hole at the top of the 
screen and hold up so that you 
land on the edge of the platform 
below. The Moon Pearl Is now 
yours. 


Go down a floor and switch off 
the barriers so that you can get to 
the pots and the hearts under¬ 
neath. Don't use them all at once! 


Hit the star buttons to alter the posi¬ 
tion of the holes so that you can 
advance onwards. You can also use 
them to send enemies to the depths 


Once the worm is defeated you 
have the final amulet! Now you 
need to go and get the Master 
Sword before returning to the 
Sanctuary. 


To defeat this bug-eyed worm 
you will need to use special 
attacks on this tail. Get your 
attack ready by holding down the 
B button and let go when the tail 
is near. You will also need to 
keep on moving to avoid his 
body attacks. 
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Enter this log for a slightly fwed 
game of chance. 


Go through here to find 
the Master Sword then 
travel on to the 
Sanctuary. 


To enter the 
Thieves hidecwt, 
search under some 
of the bushes 
above the tree 
entrance (above). 


Get the mushroom, ^ 
then visit the witch to 
got the Magic Powder. ■■ § 


Keep out of the way of 
the thieves! They take 
all your objects. 


Once you have all three amulets you can go to the Woods 
and retrieve the sword. Once you have it, you will be given 
a strange message and you will need to return to the 
Sanctuary. 


Palace Tow 


To open the entrance to 
the Palace Tower, you 
need to strike the force 
field with the Master 
Sword. Once inside, you 
will find a whole new 
section. At the end you 
will find Agahnim, the 
Wizard responsible for 
the whole mess! Each 
floor contains traps of 
every description so stay 
sharp. Link! 


Have a chat with 
Sahasrahia by 
walking into the 
telepathy tile. 




Use a combination of 
sword and arrow 
here. If you have full 
energy then you can 
make the Master 
Sword shoot out a bolt 
of energy when you 
use the spin attack. 


Don't waste too much 
magic power here - 
just light one torch at a 
time and work your 
way around to the 
pressure pad using our 
map. 


pm 


Stand right up to the statues and slash 
the enemy with your sword. Now push 
the left statue out of the way and finish 
them off with arrows. 


Be careful around the pits, use the 
rush attack to push any aggressive 
guards out of the way otherwise they 
may force you back. 


Agahnim is a nasty piece of work - he doesn’t have 
a nice bone in his bod. To defeat him, stand fe one 
side and hit his magic bolts back at him with the 
Master Sword. You can’t hurt him any other way. 
When he rushes to the top of the screen to shoot 
out lightning, move to one side and he won’t be able 
to harm you. Once this fight is over you can move 
on to the Dark World. Dare we say that the battle 
has just begun...? 


MARCH 1993 Super 


93 



































































































































































































The obvious place tc^nd the Book of Mudora is 
of course, the library. 


You will find a Blue Boomerang in Hyrule Castle. 


Bombs can be found everywhere. But you can visit the 
Dark World bomb shop for super bombs. 

If you want the Hookshot, you must search the 
Watergate dungeon. 


Magic Bottles can be found in many places 
throughout Hyrule. 

The old man lost in the caves will reward you 
with the Magic Mirror. 


The most common question asked about in 
Zelda III is the location of the objects in the 
two worlds. In answer to your cries for help, 
here is the definitive guide to all the objects, 
weapons, faeries and life hearts. If you have 
been searching for the Ice Rod for two days, 
you don’t need any waffle, just facts and accu¬ 
rate information. Super XS is on the case. 


Search the misfy glens in the Lost Woods to discover 
the Magic Mushroom, give it to the witch. 

The witch will present Link with the Magic Powder 
at her magic shop, it changes the shape of things. 


Discover the hidden cave in 
the Magic Cape. 


The magical Cane of Somaria will be discovered 
in the Misery Mire. 


Heroic if|vi|imeiit 


Scale Death Mountain if you want to discover the 
powerful Cane of Byrna. 

You can purchase the various Medicines from the 
many Hyrulian Shops 

You must search the many wastelands of Hyrule 
to find any Magic Potions. 


The Ice Rod can be acquired by travelling to the 
northeast of Lake Hylia. 


The sword is presented to you at the beginning by 
your uncle. 


can be found hidden within the 


Shields can be obtained from most of the mer¬ 
chants around Hyrule. 


You must search the Great Desert to discover the 
Bombos Medal. 


Your green tunic will protect you from Hyrule's 
elements. 


You can find the Ether Medal at the summit of 
Death Mountain. 


Dungeon Equipment 


Special items 


The Maps are hidden in the small chests in all of 
the dungeons, they show the room layout. 


Show Sahasrahia the Courage Pendant to receive 
the Pegasus shoes. 


The Quake Medal is hidden in the circle of stone in 
the Lake of III Omen (Dark World). 


If you search every dungeon, you are sure to 
come across a Compass for navigation. 


You will discover the power 
Palace in the Light Vvorld. 


The lamp is in the depths of Hyrule Castle. 


Each dungeon contains a big chest and of course, 
a Big Key. 


The flippers can be bought for 500 rupees by visit¬ 
ing the fish at the top ri^t of Zora's Falls. 


is in a large chest in the Dark 


The Power Hammer 
Palace. 


The Moon Pearl can be found in the Tower of 
Hera. 


You will be able to find the shovel in the Haunted 
Grove, get it from the ghost of the flute player. 


You must find all the Pendants to a 
free the Master Sword in the Light ^ 
World. ^ 

You will be rewarded with Pieces of 
Heart at many places in Hyrule. 


The Magical Flute is secreted in the Haunted Grove, 
you need the shovel to recover it in the Light World. 

You can acquire the bug-catching net in Kakariko 
Village. 


iiBiiortiiiit Obfects 


You can find the bow in the Eastern Palace. 


FOUNTAIN OF HAPPINESS 

Place a bomb to the right of the Foerie 
statue to find yet another spring. ■: 


It’s true! Faeries are alive and happening inside your Super NES (just ask Carolyn)! Well, OK, they 
only appear In Zelda III, and even then you have to look for them very carefully! They do actually have 
a useful purpose if you one, they will replenish all of your energy. The best way of using 

Faeries is to get a jar and the net and catch them tor later use. 

EOF LOST WOODS 

Run into the strange tree, to reveal the 
cave below containing a Faerie spring. 


NW OF LINK'S HOUSE 

If you find a group of oak trees, smash the 
rocks to reveal a cave. 


E OF DESEJff PALACE 

You will find a spring 1 
west of the mute man. 


SW OF EASTERN PALACE 

Head east to this cave and en 
another re-energising session. 


NEOFIAKEHYUA 

You find two Faeries and the Good Bee if 
you enter this cave. 


NE OFHYRULE CASTLE 2 / - 

Slash the bush growing in the patch of 
grassjSi][?,w]ir|^vg^ hbf^r^W 
drop into." . 


f k Wbriii fn® ries 


DEATH MOUNTAIN ! 

Smash the rock you find he 
passage to anotner spring. 


SEUNK'S HOUSE 

Bomb the pile of rocks in the NE corner of 
the great swamp to reveal yet another 


S OF EASTERN PAIACE 

Enter the cave shown here and head 
straighten. 
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iDEATHMTiNViSI-BRIDGE 

Use the Cane of Somaria 
to cross the bridge,warp 
to Light World when you 
on on the ledge. 


ILEDGE ON DEATH MTN 

At the right door in Turtle 
Rock, warp, then enter the 
cave. 


SPEGACLE ROCK 1 

Walk to the front of the 
rock to fall onto a ledge, 
then enter the cave to 
obtain yet another. 


SPEGACLE ROCK 2 

When you warp to the top 
of Death Mountain you 
will find another piece. 


THE STRANGE TREE 

Dash into the tree to 
reveal a cave containing 
a heart. 


E OF MISERY MAZE ENTRANCE 

Of the many entrances to the maze, the 
far right is me entrance to a spring. 


DESERT fVUACE , i.: 

You can find a Faerie in the roorrt^-the 
north with the laser droid - push me bjo^' 
shown, to open the door. 


SW OF DARK PALACE 

This is another spring that is in exactly the 
same place as it is in the Light World. 


GAN9N'S TOWER 

On this bridge, run into the blocks opj 
the hole in the wall to bounce across f 
gap and into another Faerie dwelling. 


DARK PALACE 

When YOU find th 
front of the crack 
entrance to the sp 


TOWEROFHERA 

Go to the fifth floor and drop through one 
of the holes you find there, you will plum¬ 
met to the bottom of the tower and land in 
the spring. 


DEATH MOUNTAIN 2 

Place a bomb against the crack to open 
up a cave containing a life-restoring 
spring. 


EASTERN PALACE 

On the platform with the big key, jump off 
into a jar to enter another spring. 


TURTLE ROCK 

In the spike room with the demon floor 
tiles, avoid 22 tiles and the top door will 


ICE ISLAND 

When you have discovered the switch to 
lower the blue blocks, drop down the hole 


and through a jar. 


'' TTV ' T ' r 'T T 


lilnk 




POWER PYRAMID 

LOCAflONS 

■ 

Walk down the first set 
of stairs and drop off 
the ledge, then continue 
upancTright. 


W" ' " I 

There are many places throughout Hyrule in which Link can discover heart 
pieces. He will either find them lying around on the floor, or will be given 
them as a reward for completing certain tasks. You will need to collect four 
pieces to gain a full heart container and you can only possess a maximum 
of 20 heart containers. Each heart piece recovered means you can resist 
more hits. Essential against some of the later guardians. 




LOST WOODS 

Find the bush cluster, 
th^ drop through the 
central hole. 


THIEVES HQ 

Bomb the cracked wall 
in the basement to dis¬ 
cover another. 


VILLAGE CAVE 

Stand above the well, 
then leap into it, to dis¬ 
cover yet another 
piece. 


15 SEC GAME 

Complete the game 
near the fighting 
Brothers, to be 
rewarded. 


WATERGATE 

Pull the right hand^ 
lever,then exit to find 
one in a pool. 


DESERT CAVE. 

Enter the cave in the 
N.E of the 

desert,bomb the bot¬ 
tom wall. 


W OF SANCTUARY 

Use the Pegasus shoes to 
smash into the pile of 
rocks. 


SW OF DESERT 

Enter the main exit of the 
palace and leave by the 
western exit. 


SW OF FALLS 

Walk up the grassy slop 
by the second fall, then 
continue west. 


lAKEHYUA 

Stand in the circle of stones 
and use the mirror to warp 
to an island in the dark 
world. 

S OF HAUNTED GROVE 

Stand In the circle of bushes 
and warp back to the Light 
World, then enter the cave 
there. 


DIGGING GAME 

The Dark World has a dig¬ 
ging game, where the 15 
sec game was. Keep play¬ 
ing until you get your 
heart. . 


NOF CEMETERY 

Climb the ladder to the north of the 
cemetery, then warp back to the 
Light World and bomb through the 
far wall of the cave. 

THE MAGIC CAPE 

Find the sign that offers a heart ., 
for the cape, enter the cctvp^'*''^ 
go to floor 2F, cross thi<>' 

(hookshot) and use tii. 
pass the bumper. 

CHEST GAME 

Enter the hut with the chest 
above the door in the Vlllag 
Outcasts. Play the game until 
you find the heart. 

SOFSMITHY 

Use the hammer to smash all 
the stakes in the Dark World to 
reveal a cave. 


W OF MISERY MAZE 

|Warp to location 6, use the 
I warp tile, then jump off the 
lledqe and qo north, then 
ienter the "mouth" to find 
two hearts. 

NEOF MISERY MIRE 

Stand In the cul-de-sac, 
jwarp to the Light World, 
lift the stone to find a heart 


NE LAKE HYUA 

This is in the sameplace as the Light 
World's location of the Ice Rod. 
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The Fire Rod and a section of 
the heart are hidden in the 
Skull Woods. Find the three 
skulls which guard Skull 
Dungeon. _ 


Blow a hole in the crack in 
this wall to get the silver 
arrows to kill Ganon at 

the end of the game. 


To enter * Blind the 
Thief’s dungeon, you 
need to pull the three¬ 
pronged spear of the 
Gargoyle. 


Enter the treasure garden 
and dig up all that you can, 
within thirty seconds. Look 
out for the heart! 


Qo to the middi 
oponing and get t 
from the Damian 
squatting there. 


10 reach the mire area, you 
have to return to the Light 
World and then use the warp 
under the stone in the bottom 
left corner. 
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■^The Dark World is similar in layout to the Light W6rl(||| 


;only with totally different locations, events and dungeons^ 
|To access all of the new areas, you will have to travel 
Ifrom one world to the other, using the warp tiles to make 
lit to some of the dungeons and new locations. 


that you need to \ 
can face Ganon. 
go to the same 
Light World an( 
stumps in the c 
right, then the to 


Once you have done all that 
needs to be done, you can 
visit Ganon’s tower and 
attempt to overcome the man 
himself! 


> V ^ ^ '-itt 




Throw the nearby sign into 
the centre of the rocks and 
you will earn yourself a 
medallion. 






"eed both the 
the Hook. You 
here from the 
Light World. 
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Dark Castle 


I This Palace is the 
! home of the world 
I famous magic ham- 
i mer. It is also the 
i residence of a group 
i of very irritating rats 
; who go by the name 
; of the Goriyas. The 
! main point on this 
I level is to make cer¬ 
tain you know where 
you are on the map 
at all times as it is 
very easy to get lost 
in here. 


i You must negotiate this tricky maze 
i - don’t forget to collect KiKi the 
; monkey, as he is your only way of 
; entering the Palace. Pay him some 
i money for his services. 


Upon entering, take the left 
hand door, then travel through 
to F. Now press the switch to 
obtain a chest containing a 
small key. 


Shoot the green statue 
in the eye with an 
arrow, this will reveal 
a staircase. 


'atch out for the moving 
)ors, as they will try to drag 
>u into the baddies in this 
om - the easiest way to do 
is is to dash through the 


room 


The residence of the all- 
important telepathy tile. 


Warping to this tile will allow you to grab this 
room's treasure. 


The home of the elusive 
Boss. 


This is the home of the 
dreaded Goriyas who mir¬ 
ror your every move. Fire 
an arrow then make them 
walk into it. It's as simple as 
that! 
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Palace 




This broken ladder is only 
accessible when the 
palace has been flooded. 


This is it! Behind 
this door lies either 
fame and fortune 
or death and 
doom. 


[ World, enter the Palace, and pull the left switch to no 
I the Dark World Palace, now waqxback to the Dark 
i World and you will be able to swim across the moat. 


Launch off this ledge 
and swim along to 
the end door. 


As you can see, 
flooding the palace 




This room con¬ 
tains the Hookshot 
in the big chest. 
See below for a 
description of 
how to get it. 


Hooding the palace 
9 has bouaht those 
previously inaccessi- 
rjf ole ledges within 
easy reach. 


You must pull this 
lever to open the 
door on the right 
in the previous 
passageway. 


After getting.Jhe compass, ce-eete^the 
main neon and exit via the bottor||ieft. 
Run through the following ream and 
grab the key from the room above. 
Return back to the chest rcBom and 
leave by the top dght. Hit the ball and 
pu^ the switch, yciu can now swim 
past the immovable blocks the key. 
Head lefLslicfe^^^ bottom block left and 
the mtddie ble^ up. Now head up the 
staKS to W, fail dnwn the top right hole 
and grab the igooksh^ from the chest. 


You are nearly 
there, now you only 
hove to negotiate a 
few more passages 
before youll come 
foce to face with the 
boss. 


You will enter through the 
top door, now walk round ^ 


clockwise and push the 
bottom blocK, left, to 
reveal the compass. 




You must pull this lever to 
drain the water from the 
room.lt will also give you 
access to two treasure 
chests in the room 
below. 


p,y^^all the m®hs atd gbSx Arrgffe"'' 

seo^s awa5^i^are,.Arfgfo wi? 
don’t^l him 
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Skull Dungeon 


To reach the Fire Rod, you 
hove to get to this room 
and pull the lever in the 
middle. 


As with earlier dun¬ 
geons, stepping on 
certain tiles will alter 
the position of the 
)les in the dungeons. 


The ground floor of the SfcQtl-Dungeon con¬ 

tains the Fire Rod, retrieved only with the Kg 
Key, as well as the all important map and 
compass. It’s a very intricate maze, interlinked 
with the forest itself ~ you can find your way 
in, by referring to the letterson the map. 


Once you have the Fire 
Rod and all of the other 
items, you can head for 
entrance H. 


Be very careful of the 
bumpers - if you aren't able 
to pass through normally, 
don the cape and you will 
then be invulnerable to their 


powers. 


Hit this jewel to switch the blocks 
around the dungeon from blue 
to red and vice versa. 


j To defeat Mothula, you will need 
1 . to bombard it with all of the 
i magic power of the Fire Rod. 
i Stay close to the walls, but 
j watch out for attacks. If you run 


Skull Woods lies above the dungeon, 
with many of the entrances being 
above ground. Study the two different 
maps and plan your route by using the 
indicative tetters on each one. The 
woods aren’t totally empty though, so 


out of the magic then attack with 
your sword but try to keep your 
distance as much as possible. 


be careful! 


mere are let- h 
mdicate the | 
the various? 
Dungeon. 


ters which 
entrances to 
parts of Skull 


room. 


room. 


Watch out for the various enemies above 
ground - use your sword to deal with them 
rather than wasting valuable magic. 


Enter the woods through this i 
entrance. 


' Only come here when you 
have collected the Fire 
Rod from the ground floor. 


Use the cape to safely 
move around this 


To reach the final part 
of the dungeon, head 
to the top left area of 
the woods. 


Swipe the vines at the top of the 
screen to make it to the next 
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To get past these 
blocks you will need to 
hit the earlier crystal 
with yoor sword or an 
arrow. 


Follow the girl up this corridor 
to the room above. 


Take care when crossing this particularly dan¬ 
gerous area! Just leg it as fast as you can! 






Once through here, head 
to the left until you reach 
the bombing section on the 
far side. 


Negotiate your way 
through this room as 
best you can - swap 
from belt to belt to 
avoid the different 
attacks and 
enemies. 


^ When you reach this section, bomb the weak part of 
% the roof, so that light shines through to the room below. 


Blind the Jhief 


If you haven’t j 
i token the weak ' 
"^^ 'part of the roof 
above, the girl 
will simply walk 
around here for 
if 


Watch out for the dun¬ 
geon denzins under these 
platforms. They can easily 
be hidden. 


It is just a matter of work¬ 
ing your way around each 
area until you reach the 
desired items. 


ages; 


you 


have, Blind the Thief will appear in 
her place! To defeat him, just keep 
on hitting him in the head with your 
sword, approaching and striking, 
.then retreat¬ 
ing and wait¬ 
ing for the 
mext attack 
opportunity. 


To enter the 
dungeon, 
approach the 
gargoyle and 
then grasp the 
three prongs of 

_ _ his spear and 

give it a hefty pull. He will then 
move it out of the way, giving 
you free passage to the dun¬ 
geon levels. 


Work your way 
around to the 

S ass by 

ing the stairs 
and heading 
south, then 
around to where 
the chest awaits. 


The second basement of 
the thief’s hideout is fraught 
with danger as well as 
hordes of treasures and 
items! Retrieve the Big Key 
from the first basement and 
then go and find Titan’s 
Mitt. This gauntlet basically 
allows you to lift the really 
heavy stones found on the 
outside. Therefore giving 
you access to a number of 
new areas. 


Don't visit this q/, 

m ''I® top of the map 
Qo back in . 


i airections t 
below the light. 
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Ice Palace 


Use the telepath tile to communi¬ 
cate with your man bock on 
Light World. 


To get out of the first room 
attack one of the statues with 
the Fire Rod and get the key 
from one of the otner mon¬ 
sters. later on. 


You can onlv reach the Big Key by going to 
the 2and casement and heading oack up 
through another door. 


The Ice Palace is one big baby, covering eight different areas 
in total! The actual size of the areas isn’t too daunting, yet 
they are set out in such a way that you will have to be careful 
as you go through; not to lose your position. Getting the map 
would allow you to follow our maps closely. Head for the map 
as soon as you get to the second basement. The blue mall, 
which will protect you from twice as much damage as before; 
is hidden away on the fifth basement; of course, you will need 
the Big Key if you are to find and keep this. You will also have 
to use the Hookshot to grab hold of ice on one side of the 
room and then pull yourself across deep ravines and chasms. 
Get used to this manoeuvre as early as possible ~ you will 
certainly have to use it many times if you are to survive the 
perils and pitfalls of this icy domain! 


Push the blocks to the 
side to allow you 
access to the various 
rooms. 


To make the chest containing 
the compass appear, you will 
have to defeat all of the mon¬ 
sters in the room. 


Drop a bomb on the 
weaker section of this 
room to break through 
and drop down. 


Use these stairs to go 
up and get the big Key. 


Watch out for the fire in 
this room! 






Get through this danger-filled 
room as quickly as you can, tak¬ 
ing care not to run into the 
bumper in the middle of the 
screen. 


Open all of the pots in this 
room for loads of hearts and 
bonus items. 




Bomb rt\rough the weaker 
section of the floor so that 
j fall through to the 
with the Blue Mail. 


Use this stairway to make 
your way back up to the 
map. 


Access the fourth basement via 
these stairs. Are you getting cold 
yet? 


room 
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Shin'"'® ^^‘1 
Within your grasr 

Sfmh^ serein b 
bombing the ffoo 
above and dropp°n° 
^^ough. Collect fh1 

thfeiiT "®®° 

S'9 Key) and then 
make your way out 
by pushing the ice 

non down at the bot- 
"®w armour 
effective 
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asemenl 


You need to hit the crystal in 
the far right room to be able 
to continue through the room 
below. 


/v/1 /v/Siw« 


Sixth Basement 


You need to reach this 
gap and then break it, 
to get to the end 
guardian's room.. 






^ can't get to the mail through this 
door - you will have to enter from 
above (see left). 


You 


Get through to the gaps by pushing 
the blocks out of the way. The Faerie 
cave is above. 


If you take time to explore the 
caverns, you will find the Faerie 
cave here. If the blue blocks are 
down you can take the short 
cut. 


Watch out for the fire attacks! 


Drop to the fairy fountain by falling 
through the hole above. This will 
replenish much-needed energy. 






It 


p 


7EF36E80 

7BF37746 

7EF34332 

7EF36D50 


Unlimited magic energy 
70 Arrows 
50 Bombs 
10 Hearts 


To be able to reach the gap that leads to 
the guardian’s room, you will need to first 
push the blocks in the centre room of the 
fifth basement. Then hit the crystal in the 
right hand room of the sixth basement 
(above) and then you can make± through 
to the bottom left. 


reach the Ice Palace, you need to return to 
the Light World and find the Pool Of 
Happiness. Once there, lift up one of the 
stones and then use the warp. 
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To defeat the guardian, Kholcfetare, you first need to melt the ice 
around him with the Fire Rod and then you have to use that rod and 
the sword to destn^ the three gassy eyes that appear. Simple! 























































































































ntrance to the 
will only appeant 
on the runes and < 
ho Ether Medallion, 


Use the hookshot to 
haul yourself across 
the large ravine. 


ntrance to the 
will only appear It 
on the runes and < 
ho Ether Medallion, 


aHWiBga 




Light all of the lamps in these 
two rooms to open the door that 
leads to the Big Key - this is on 
the first basement. 


The only way to reach this room is 
to go down to the second base¬ 
ment and then return up through 
the top left corner. 


If you manage to enter the Misery ' 
Maze through the swamp, then you 
are in for the hardest dungeon so 
far! All the dungeon’s inhabitants are 
creatures from the depths of the 
swamp and every room has an inge¬ 
nious puzzle to solve. Get the 
objects (shown on the map) as 
quickly as possible, but you will need 
the Hookshot if you want to meet 
Vitreous, the guardian of the level! 


Travel the conveyor belts until you can get 
the enemies and make your way out of 
here. 


To destroy Vitreous you 
must first use your sword to 
destroy the small eyes then 
go for the main eyeball. 


Make sure you don't go 
down this path or you 
will face a long walk 
back. The door above 
leads to the second 
basement. 


Step on this pressure 
plate to open the large 
door with the demon 
head. Other rooms 
need keys or all the 
monsters killed first. 
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’Ocl to cool him 
your sword. Do 


down, then hack 
the opposite for 






First rloor 




;i<V>V 


First SaseMf 




A real maze -- study the links 
and find your way tnrough as 
best you can. 




The guardian of Turtle 
Rock is one of the tough¬ 
est yet encountered! 


m^nt 


This room is just as 
precarious as the 
last set of rooms, 
so take great care! 
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.. SJ 

' You must hit the 
crystal ball in the 
next room to j 
drop the blocks 
to give you 
access to pas¬ 
sageway A 


Use the Cane 
of Somaria to 
create another 
block, then ride 
it to this exit 
which will take 
you deeper 
into the dun¬ 
geon. 




Open the chest 
in the centre to 
receive your 
free compass. 


Shoot the crystal ball with 
your arrows to drop the 
blocks, and grab the con¬ 
tents of the treasure chest. 


Drop a bomb by 
this wall to open 
the passageway. 


Tread carefully through 1 
this area - one slip 
and you will plummet 
down to a horrible 
death! 


Push the top block to the right, 
and puli the left idol’s tongue to 
reveal a room full of rupees. 


9 You must light the four torches, and keep them lit 
to open the top door - if one goes out, the door 
closes. 


Use the Cane of Somaria to create a block to 
transport you across the chasm. 


To warp onto Turtle Rock 
you must hit the stumps in 
the following order, right, 
top, left. To open the eock, 
use the Quake Medallior]i, 
for an added bonus, pul? 
le turtle’s left flipper. 


Turtle Rock is a vast 
underground maze. 
Since you need the j 
Cane Of Somaria to 
get through it, there’s 
no point in coming here ' 
unless it is in your pos¬ 
session. A keen sense ; 
of balance and a ' 
strong hold over your 
equilibrium are essen¬ 
tial! 


Again, the cane is the only item 
that can get you through here, safe 
and sound! 


Shoot the different crystals to 
give you a throughway to the 
door. 











































Ganon’s Tower is a huge level and is packed with danger and many traps such as invisible walkways across 
bottomless pits.There are many warp tiles secreted around the tower and some rooms ran only be reached 
by means of the warps. All of the bosses you have met earlier inThs game, put in return apjffiarances at vari¬ 
ous levels throughout the tower. You will have to summon up.^l of yourstrength S3rthis“one Link! 


Yes! You guessed it, 
another warp tile! y 


Use the warp tile if you find 
yourself trapped in this room. 




Drop bombs onto the con¬ 
veyors to activate switches 
and dispatch various bad¬ 
dies. 


This is another room 
with an invisible floor, 
use the same method 
as before (left). 



Use the Fire Rod to light the torches, then - using the Cane 
of Somara - create a block and push it ahead of you. 
When it falls, create another ,this will help show you where 
the invisible path runs. 


Dash at these blocks to bounce back¬ 
wards over the gap. Use a bomb to 
open the crack in the wall. 


You can kifl the 
Knights by shootl^ 
them with your^ 

arrows. The finah 
Knight may take 

more hits to kill than, 
the rest. .. 


Exit through this gate¬ 
way and light the two 
torches to open the 
door in the next room. 








1 • I 


[Jffii 
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This doorway will 
take you to another 
battle with 
Agohnim (see 
seperate section). 


VVatch out for 
the fireballs in 
this room. The 

m' 

down to the 
i ll SgSft^ ggptafiP rest of the dun- 
geon. Light all the torches to activate 
the secret entrance. 


GAME NAME: The Legend Of Zelda;Link To The 
Past 

TIME TO COMPLETE: 2 weeks 

HIGHEST SCORE: n/a 

NUMBER OF LEVELS: loads 

CHALLENGE RATING: hard 

If you think you can beat the pros at Super XS on any 

of the games covered in this issue, why not send in 

your high score, together with proof to Super XS High 

Scores. The address is at the front of the mag. 




You must light all four 
torches to activate the 
> door mechanism. 


Watch out for the 
lasers shooting 
out of the walls- 
you must use the 
Mirror Shield to 
deflect the 
beams. 


You must deflect the magic fireballs back 
at the real Agahnim and not his hazy 
clones. This Is basically the same as the 
first time you met him. No problem now 
that you have more armour and hearts. 


Your best attack is to use the spin 
attack on their heads, don’t stand 
around too long, as they will sense 
your position and appear below you. 


If the Moldorm knocks ' 
you off his ledge, this is 
the room you will land 
in. Just pray you don't 
land in the spikes. 


You must aim for Moldorm’s tail as it 
his only weak spot. Be careful you 
don't get pushed off the edge, other¬ 
wise such a nasty fall will do you no 
good at all. 


Lift these pots to find the switch to open the door. 


Your best attack is to use the spin 
attack on their heads, don’t stand 
around too long, as they will sense 
your position and appear below you. 


When Ganon flies to the Pyramid after you defeat him the first time, you must buy a super bomb from the 
bomb shop and use It to blast a hole In the roof of the pyramid. You will find a pool inside Into which you 
must throw your bow and arrows to receive the silver arrows (the only weapon that can defeat the true 
Ganon). When Ganon appears, you must keep the torches burning continuously. If you can get close 
enough, hit him with the sword, causing him to freeze. This is when you should shoot him with your silver 
arrows. Keep doing this until the evil mother is vanquished. 
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YOU CAN STILL GET BACK ISSUES OF BRITAIN'S ONLY DEDICATED 
TIPS MAGAZINE FOR SEGA AND NINTENDO CONSOLES. HERE'S 
YOUR CHANCE TO GRAB THE ISSUES YOU MIGHT HAVE MISSEDI 



Postcode. 

Phone number. 

Method of payment please indicate your choice 

CHEQUE / POSTAL ORDER 
Please make payable to Paragon Publishing Ltd 



EDIT CARD 

' "VJ ' 

Expiry date / / 

Card number 


Please return this coup(»i or a photocopy of It (together with 
your cheque / PO it applicable made payable to Paragon 
Publishing Ltd) in an envelope to the following address: Console 
XS Back Issues, Pata^kffi Publishing Ltd, PREEPOST (BH 1255), 
BOURNEMOUTH BHt 1BR. ft woni cost you a penny in stamps if 
posted in the UK. Attematively call our credit card hotline on 
0202 299900 or tax us with your details on 0202 299955. 



Issue 1 £3.50 


Stunning launch issue featuring hints, tips 
and solutions for over 250 top games 
including Super Mario World (SNES), 
Arnold Palmer (MD), Battletoads (NES), 
Bonanza Bros (MS), Buck Rogers (MD), 
Castlevania (GB), Desert Strike (MD), 
Double Dragon 2 (NES), Dragon's Lair 
(NES), EA Hockey (MD)... 



Massive 160-page magazine featuring 
solutions to Rival Turf (SNES), Lemmings 
(MD), The Terminator (NES/MD), Taz- 
Mania (MD). The Addams Family (SNES), 
Battletoads (NES), Prince of Persia (MS), 
Super Battletank (SNES), UN Squadron 
(SNES), Midnight Resistance (MD), Home 
Alone (GB), Mega Man III (NES)... 


TNE SEGA AND NINTENDO PUYERS' GUIDE 



Issue 2 £3.50 


Free 100-page book featuring 500 game 
busters for all Sega and Nintendo 
consoles bundled with this packed issue. 
Inside are full solutions to Asterix (MS), 
The Simpsons (GB), Spatterhouse 2 
(MD), Spider-Man (GG), R-Type (SNES), 
Terminator 2 (GB), Marble Madness 
(GG/MS), Hook (NES)... 


THE SEGA AND NINTENDO PUYERS' GUIDE 



Issue 4 £3.50 


Bursting issue crammed with solutions for 
Tom & Jerry (NES), Street Fighter 2 
(SNES), Zelda 3 (SNES), Dragon’s Lair 
(SNES), Turtles IV (SNES), Sonic 2 (MD), 
Alien 3 (MD), Predator 2 (MD), Greendog 
(MD), The Hunt for Red October (GB), 
Bart’s Nightmare (SNES). Also included is 
a massive A-Z of cheats for ali consoies! 



























You want to see all the best in games hardware 
and software? 

You want to try out all the latest games for 
computers, consoles and hand-helds? 

You want to know what's happening in the games market? 

You want to be at the Ideal Electronic Games Show, Earls Court, 
March 25th - 28th. The most exciting games in Britain's most exciting 
venue. And if you want to be sure of getting tickets and beating the 
queues, all you have to do is post the coupon or telephone the credit 
card hotline on 0733 890155 . 

The Ideal Electronic Games Show. What more do you want? 


THE IDEAL 
ELECTRONIC 
GAMES SHOW 

25-28 MARCH 
EARLS COURT 2 



ideal home plus 

EARLS COURT, LONOON 
18 MARCH - 12 ARRIL ± 9^3 

OA.ILY rVlA.IL ir>EAL HOIVIE EXHIBITION 


SPONSORED BY 

?U/V PWVPREM 


INTERACTIVE 


/ P U B LI C AT I O N S 


Name ... 
Address 


Post Code 


Number of tickets required. 

Ticket prices ■ £7.00 adults, £4.00 under 16, £4.00 
senior citizens. 

Please make cheques payable to Angex Limited and 
crossed "& Co". 

Send to: Ideal Electronic Games Show Tickets, 9 Flag 
Business Exchange, Peterborough PEI 5TX. 

























There are loads of 
instruments of death 
in this armoured 
crawler. The object 
is to rescue R2D2 
from the devious 
Jawas. 


A very simple level! 
All you have to do is 
get the laser gun at 
the end; the only dan¬ 
gers are spikes and 
dripping water. 


The reward for 
completing this 
cave is two 
shields for the 
Millenium Falcon. 
The worst prob¬ 
lem on this level is 
the falling rocks to 
be jumped. 


when you go up here, wait for the first press to rise, then 
run along the ramps without stopping. You will completely 
miss the second press. You can use this method for everv 
ramp section on this level. 




This is R2D2. You will need 
to perform a long jump 
from the two sets of con¬ 
veyor belts to reach the 
precarious ledge where the 
droid is waiting to give you 
a message. 


“You’re all clear kid, now let’s blow ^ 
this thing and go home!” It is not ^ 
surprising that so many Game M 
Boys are sold worldwide when the ^ 
games are as good as this. Apart 
from Mario, Star Wars has to be the 
best game for the hand-held, with 
superb graphics and loads of levels. The 
game is slightly less complicated than 
the NES version but it is just as chal¬ 
lenging (ie, very hard). Super XS used 
the force for the full solution. 
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This top cave is full of leaping 


rats who must be shot instantly 
or they will drag you over the 
edge of the cliffs. There is a 
shield for anyone who dares 
enter here. Take our advice, 
leave out this cave. 


This is the most important 
cave on Tatooine! 

The object is to 

get to General Kenobi, but there 
is a very useful secret 2-up cave 
to find as well as health power- 
ups. The only enemies are flying 
insects, so take the level slowly til 
you know where they will appear. 
Shoot them once to clear the way. 


Another shield cave. You need 
to get eight shields for the 
Falcon. The easiest way to get 
them, is find a cave which you 
can complete without losing a 
life and keep re-entering it. 


What a lot of trouble to go to for a simple set of shields. If you want to avoid all 
the Tuscan Raiders then you can simply walk off the first platform and land on 
the one below. Use the method above to finish off the Tuscan Raiders. 


Rats will appear here, but it 
you leap over them, they will 
run off the platforms and drop 
to the spikes below. The force is 
strong in this one. 


Luke starts his adventure on 
Tatooine, the desert planet. 
The primary objectives are to 
get Obi-Wan Kenobi who has 
your Light Saber, rescue 
R2D2 from the Jawas, find 
shields for the Millenium 
Falcon and finally enlist the 
help of Han Solo in Mos 
Eisley. Let the wookie win! 




This is Obi-Wbn Kenobi. He will give you your father's Light: - 
Saber and join you Th your quest against tne Empire. The Ught 
Saber is extremely useful for (defeating Stormtroopers in the 
Death Sfbr. 


lOnce you have Obi-Wan Kenobi, you 
have to go through this Tuscan Raider to 
escape. Crouch by the first platform and 
keep,|hooting to the right to finish bimr 


When yob jump down onto a platform, 
leap to #ie far right and then turn and 
crou^ to shoot the creature. 


Tatooine 


To fight the Tuscan Raider, run up to them, shoot 
them once and quickly leg it back to the first 
platform. Keep shooting back to kill them off. 


and shoot them four times. 


Another shield can be 
found here. The Raider 
can be lured back to the 
raised platform where you 
can sit and shoot at his 
head. 
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Stormtroopers are every¬ 
where; looking for two 
droids and a boy. Use the 
Light Saber for dealing 
with them. _ 


The Cantina is extremely tricky. Walk 
slowly to the right, slashing all the 
bounty hunters. As soon as you can, 
jump onto a platform to dodge the big 
guys with heavy lasers. Han is waiting 
at the end of the bar. 


Now you are trapped by the’' 

Death Star’s tractor beam and cannot 
escape. The first objective in the Death Star 
is to find the tractor beam control and destroy 
it, so that you can all leave. This first hanger 
is easy if you walk slowly to avoid 
Stormtroopers rushing on the screen. 


fractor Beam 


Stay on the left, wait for the 
laser to move right then jump 
up the ladder to the very top. 
Walk off right and shoot all 
the way down to hit the con¬ 
sole in the centre. Quickly 
leap back up after the laser 
has fired to get another cou¬ 
ple of hits in. Repeat this to 
destroy the tractor beam 
control and head onto the 
prison level and Leia. 


"I heard you're boki^ for a passage to 
Alderaan." This is whele Han Solo is wait¬ 
ing. He has more powerful lasers. 


jmp up to this plattorm as soon as 
you can to avoid the heavy dude! 


Asteroid Fit 


“Asteroids!” yelled Han. Ben looked at 
him and smiled knowingly. “You’ve 
been spending too long sat in that 
uncomfortable chair,” he said smugly. 
Han nodded at Chewbacca, who leant 
over and bit Ben’s head off. The easi¬ 
est way to complete this sad section is 
to simply press down left on the pad as 
soon as It starts and not a single aster¬ 
oid will hit you! Now you don’t have to 
worry about getting all eight shields. 


Stormtroopers and plug R2D2 
into the port on the right to 
locate Princess Leia. 
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Once past the hanger, the rebels must find 
the tractor beam. This large level is the way 
you have to go. Use the map to find the exit 
and watch out for massive gaps. You don’t 
have ropes to swing across in this game. 
Use the lifts to zip about, but watch out for 
the enemy as you emerge. 


You are nearly at the Millenium Falcon. 
Use the suction tubes to reach new 
heights (press jump for more lift) and 
then get the shields and power-ups. 


Now you must rescue Leia from the prison level before 
escaping. Follow the maps to Leia (bottom right), then fol¬ 
low the same map to the exit which is just below her but 
requires a massive detour to reach. Right at the end you 
will have to jump a large gap to survive. 




Crouch dov 
and shoot t 


Stormtroopers ore swarming 
all over the place. Five attack 
you here in the hanger. 


A Stormtrooper is waiting here. 
Drop down and use your Light 
Saber. 


Luke must make^ 
large jumps tM'; 


These laser walls are activat^ every few seconds. Wbit for 
them to fire, then jump through to the Milleniunn Falcon. 


geta ruti up, 
.ydu should'lust 
^ake it. Fall, and 
yqy have to go all 


These ^oids are 
indestrulible and 
very fast. Wait 
until he retreats, 
run towards him 
and then jump at 
the last minute. 
There is also a 
huge gap to leap. 


tfkttrSirtWr 


The energy ball near 
the Princess re¬ 
appears if you enter 
the left door. Use it as 
many times as you like. 


Run left as soon 
as you emerge 
from this door to 
avoid the lasers. 
Now run right 
and leap over 
the gunner to the 
platforms. 




If you think you c®" 

luPEBXSHighScores. 


rprosatSuPEBXSon 

in this issue, why not 

•■ -r with proof to 

The address is at the 


Leap this gap at 
the end and you 
will be able to 
heed for the 
trash compactor. 


"Aren't you a little short for 
Stormtrooper?" There are two 
of the enemy waiting for you 
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The route to the trash compactor is full of spikes and conveyor 
belts to try and trap you. Many of the jumps on this level require 
you to leap into the unknown and trust to luck but with Super XS 
maps, you can always find your way. The route to the right is a 
dead end but there is a health power-up for your trouble. 


The final hanger is a com¬ 
plete bitch! On this level 
you must master leaping 
over gunners and up suc¬ 
tion tubes, jumping huge 
gaps over spikes and even 
flying through the air! As 
long as you don’t miss any 
of the precarious jumps you 
should get through it. But 
watch the two gunners and 
the 1-up at the end. 


Trench Chase 


Once you have intercepted the 
fighters, you enter the trench. Stay 
to the left and avoid the sides of 
the trench. Tie Fighters will attack 
from behind so stay close and use 
the photon torpedoes to take them 
out. The exhaust port is at the end. 
One shot down that baby and it’s 
all over. 


The first fighter chase 
is in the Falcon. Just 
move the cursor to the 
top right and keep 
shooting the missiles 
as they approach. You 
then pilot an X-Wing 
fighter towards the 
Death Star. The mis¬ 
siles hit you in a 
square pattern rotating 
clockwise. Dead easy! 


Fighter Chase 


The conveyor belts will 
give you enough speed t 
reach this plottorm but 
then you hove to jump 
even further to the droid 
on the far left. 


Dia Nog« 


I Once past the Dirty Harry robot 
i below, shoot up this suction 
1 tube and use the conveyor belts 
J to leap to the higher platforms. 


The robot that guards this platform is 
indestructible, so just leap over him c 
he has shot in yogr direction. . 


There are two 
Stormtroopers waiting 
(below). Just before the 
last gunner (above) 
there is an extra life. 


Jump from this suction 
tube, to the invisible one to 
thet%ht. Use the accumu¬ 
lated momentum to soar 
over the spikes and reach 
the platform on the right. 


lljlUiOfc. 


take must bounce off the suction 
tube, use the next platform for a 
run up, and then get between . 
the gap in the middle. When 
>you get onto the tube, watch thQ- 
kpikes on the roof! 


^ You can either drop down to this piat- 
^ form (below) or teap to the platform 
•V/ith the gunner. Jump over the gunner 
% and straight up the suctjon tube to 
avoid the lasers. 


Use ^e momentum from the suction 
tube to jump off the top anJ push 
left to moke the gap to the platf^. 





























































































The Ultimate Games 
Bible For Sega Players! 



The Complete A-Z of Sega 
Games is an essential buyer's 
guide to games. Crammed 
between its covers are reviews 
of virtually every Mega Drive, 
Master System and Game 
Gear title released from the 
inception of each console. But 
it's more than that: 

• Big. Not just larger-than-A4 in size, but 
packed with over 150 information-filled 
reviews squeezed into more than 220 
pages. 

• Collectable. Perfect bound, glossy, full 
colour, fact-packed - all the ingredients 
necessary to ensure it's referred to again 
and again. 

• Authoritative. Every game review occupies 
at least a page, so you know exactly what 
the game is about, how it plays and what 
it looks like. 


The essential 
guide to all Sega 
games is out now! 
With over 220 
pages, 150 
reviews and 5,000 
screen shots, it's 
the most compre¬ 
hensive read 
you'll find! 

I A-Z of Games Order Form 

I 

I Please rush me a copy of The Complete A-Z Of Sega Games at £3.95 plus £1 
I p+p to the following address: 

■ Name.Signature.. 

I Address. 

I Postcode.Phone n-. 

I Method of payment please indicate your choice 

I □ CHEQUE / POSTAL ORDER 
I Please make payable to Paragon Publishing Ltd 

i □ CREDIT CARD Expiry date / / 

- Card number_/_/_/_ 

I Please return this coupon or a photocopy of it (together with your cheque / PO 
I if applicable made payable to Paragon Publishing Ltd) in an envelope to the 
* following address: A-Z Offer, Paragon Publishing Ltd, FREEPOST (BH 1255), 
I BOURNEMOUTH, BHl IBR. It won't cost you a penny in stamps if posted in the 
I UK. Alternatively, call our credit card hotline on 0202 299900 or fax us with your 
I details on 0202 299955. 
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times and it’s history. 

Having reached the end of round 
one, Baloo collects his money and 
visits his mechanic Wildcat. Your 
best buys are the rapid shot and as 
many continues as you can afford. 


The object of this Disney shoot-’em-up 
is to guide Baloo bear and his plane 
through eight missions collecting cargo 
and money. Super XS has the exclusive 
complete solution to every level, every 
enemy, every guardian you will 
face. Talespin is a test of reac¬ 
tions and quick thinking. 
Talespin is incredibly tough 
as are most NES games, but 
Super XS has cracked it wide 
open! 


Round Is Ovor Hm son 

Baloo’s first mission finds him flying 
high - battling against bubble blow¬ 
ing machines, Tri-shot cannons and 
flying pirates that dodge about like a 
cat on a hot tin roof. Your first adver¬ 
saries will be the pirates. One shot 
will take these flying rogues out but 
make sure that you score a hit or the 
pirate will run into you; taking a heart 
before you can fire again. To collect 
all the cargo boxes you will need to 
use the upside down flight. This 
manoeuvre will not only reverse your 
flight and direction of fire but also the 
direction In which the screen scrolls 
in. Be warned though, any enemies 
that you have previously shot will 
return. 


As you approach the waterfall a 
large sky pirate will appear. Don’t try 
to kill him, It can’t be done! As soon 
as he arrives, drop down to ground 
level and dive under him into the 
waterfall before he can fire his scatter 
gun. You will now find yourself In a 
vertically scrolling waterfall. Your only 
enemies are bubble blowing 
machines and surfing rats. The bub- 


of the wreck, use the upside down 
flight to reverse the scrolling to 
enable you to collect the money bags 
and cargo boxes. Be warned, you 
can only flip over if Baloo’s plane is 
horizontal. 

When you reach the front of the 
wrecked ship, two helicopters will 
rise. Flip upside down to gain more 
time to shoot them down. Fly up 
slightly and fire twice to take out the 
tri-cannon and pick up an extra heart. 
Drop straight down to clear the 
gantry, use the flip button to give 
yourself more time to dodge the sec¬ 
ond cannon and dive under the 


^ 9 J 





The submarine has two forms of 
attack, a multiple shot cannon and 
four missile launchers. The first 
attack will be the cannon. Dodge up 
then down and fire twice. Now go to 
the middle left of the screen. As the 
missiles are fired, drop down under 
them and fire again. Hit the sub 16 


Once clear of the planes the 
screen will stop scrolling. As it does, 
so drop to the bottom left corner and 
wait. A giant baseball will bounce on 
screen and smash a hole in the pitch. 
Follow the ball down the hole and flip 
straight away. Baloo is now faced 
with exploding spiked balls which 
need to be shot out of the way before 
they explode. 

Reach the base of the shaft and 
the screen will begin to scroll left to 


hooks to pick up the money bag. 
Stay well back as the final helicopters 
attack. 


The last guardian is a huge sub¬ 
marine. The first sign of danger is a 
periscope, as soon as it is in sight, 
fire as many shots as you can. 


Round Rt Iho Bosobnll 
Stadium 

As you start the round, stay low and 
in the centre of the screen. The first 
enemy you will meet is a mad rat with 
a pitching machine. As soon as he is 
in sight, fire twice and dodge the 
balls. Two more of these guys will fol¬ 
low in quick succession so use the 
same method. On sighting the first 
plane, fly low and under him, then 
rise sharply to the top of the screen 
and all the money. Cowardice is 
Baloo’s best form of defence here so 
run, but watch the ground for extra 
hearts and money. 


ble machines take two shots and the 
bubbles they blow take one. It’s safer 
to avoid them and collect the large 
heart on the third rock down. The 
surf rats bounce around but one shot 
will take them out. Having cleared the 
waterfall, stay to the left when you 
see shipwrecks and floating plat¬ 
forms. Now keep well back as heli¬ 
copters rise from the water to attack 
you. As you reach the smoke stacks 
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right and you will enter a maze of 
tunnels. You will have to use the flip 
move a lot to survive and nearly all 
the junctions have spiked balls block¬ 
ing your path, remember, Baloo can 
only flip when he is horizontal so give 
yourself room by scrolling in the 
opposite direction to where you want 
to go. 



Having flipped your way through 
the maze, you will start to scroll up 
so flip over (yet again!) and wait till 
you reach the top. There will be a 
pitching rat waiting for you to the left 
of the hole. Blast him and the three 
spiked balls and pick up the money. 



The end of level guardian is a giant 
flying baseball. When the scrolling 
stops, fly to the top middle of the 
screen. You can only do damage to 
this baseball when it is flying, but it 
can clobber you at any time, so when 
it is just bouncing about, stay well out 
the way. As the rotor appears on the 
ball, fly to the opposite side of the 
screen and drop to the middle, firing 
repeatedly. When the baseball drops 
down, rise to the top again and con¬ 
tinue. 16 hits will drop his balls for 
good! You should have enough 
money to increase the Mini Sea- 
Duck’s speed and performance by 
buying a new engine. If you have 
enough continues, save your money 
for the next visit to WiJdcat’s hanger. 



Rowmd 3s In Hm ilonny 
Shy 

In an attempt to stop Baloo making 
his deliveries. General Karnage has 
placed mines and whizzing rockets 
high in the sky! Pirates will drift down 
throwing bombs, take out these 
parachuting pests with a double blast 
from Baloo’s guns. Crates will appear 
in the clouds but make sure you have 
disposed of any mad parachutists. 





To negotiate the mines, keep to 
the left of the screen and blast away 
to destroy the falling bombs. The 
minefield is a different kettle of fish; 
they can’t be blown up but must be 
dodged as they explode into four. 
Just before they do, they will flash to 
give you prior warning. 

Now that Baloo has cleared the 
mines and the bombs he must face 
the double airship. This little beauty 
splits in two to fire at you, but can 





which also have to be dispatched. 

When you reach the top, the chan¬ 
deliers are back so use the same 
method as before. It’s best to stay 
near the top of the screen here as 
much as possible as the fires on the 
ground spit flames as you pass by. 
Only come down to collect money 
bags. Once past here, your next 
headache will be giant hands appear¬ 
ing from the wall (bit like Simon when 
he wants a coffee!) These digital 
nightmares punch a hole In the 
bricks, aiming the rubble at Baloo’s 
plane and also chucking deadly balls 
at you. There is no easy way through 
but if you fly fast and low, your 
chances of survival Increase tenfold. 
At the end of this hall is a platform 
with a ghost above and below. They 
will both attack you but you will need 
to take the high road to pick up the 
dosh. If you can beat these guys, you 
fly down a long empty hall to confront 
the Invisible Man. 

As his name suggests, there isn’t 




ship to appear. If it is in one whole 
piece, blast away and fly back to 
avoid the bullets. However, at some 
time the airship will split. As it does, 
fly down to the right then slam her 
into reverse back up to the middle of 
the airship. In this way you will miss 
being hit by the cross fire. Hit this fly¬ 
ing freak 16 times and he will bite the 
dust. 


RouimI 4s HcrniImI 
Hewse 

Hang on to your joysticks! Baloo’s got 
to make a delivery in a spooky house 
full of ghosts, flying bowler hats and 
the inevitable falling chandeliers. To 
beat the chandeliers, fly right up to 
them and then reverse your flight as 
they fall. Keep clear of the debris as 
this will also take life from you.The 
bowler hats will fly from the hat 
stands to attack you but a single shot 
will take care of them. 

From the hall you enter a maze of 
passages full of hats, crates and 
money bags. To get through this you 
will need to keep reversing your 
flight (use the old Frank Bruno tech¬ 
nique, ducking and diving, bobbing 
and weaving!) If you survive the 
maze, the screen begins to scroll up 
and you must face the ghosts. 
These guys want your blood more 
than an editor near a deadline so 
watch out! As you hit the ghost, it 
splits into several smaller ones 


much to been seen of this end of 
level guardian. However, he does 
wear shoes, gloves, a hat and a tie 
so you at least know where he Is! 
Touching any of his clothes will take 
one of your hearts so steer well 
clear. His weak spot is his bow tie so 
aim for this. Stay to the left and 
dodge up and down 
comes for you - firing 
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a rebound off his feet or hands 
counts for as much as a direct hit. 



RowimI St High Above 
IhoCHy 


Baloo has worked his paws to the 
bone and still he is running late on 
his deliveries. Because of this, his 
girlfriend comes up with a great plan; 
fly through the centre of town and the 
construction site! 



The hang gliders must have had a 
curry last night as they move like little 
rockets, so treat them as you would a 
rocket and blast them twice. 

When you reach the bottom, the 
screen will scroll left to right so stay 
as close to the left as possible and 
as low as you can. The vans on the 
road take three hits. Concentrate 
your fire on the vans and if you stay 
well back, the hang gliders will miss 
you. 





KP<JXIXIX1XP,^ 


Blast all the vans and you enter 
the metal frame of a building with 
steel workers. They drop girders as 
soon as they see you so be prepared 



for aerial attacks! To get through - it’s 
a simple matter of flying to the right. 
Fly up, flip over and blast the enemy 
while going left. Collect the cargo 
boxes at the very top of the frame 
then drop down low and as the 
screen scrolls fire away to take out a 
waiting cannon. 



The guardian of this level is a giant 
wrecking ball whose only weak spot 
Is the driver. As it appears, fire as 
many shots as you can. As the metal 
beast moves forward, duck under his 
ball and fire down on him. Being the 
clockwork coward that he is, he will 
back away. Get under the ball firing 
all the time. Hit him 16 times and like 
ail good Skodas, the engine blows. 

RowimI 6t Iho Mining 
Itemiok 

Not content with trying to kill Baloo in 
the city, his girlfriend now sends him 
off to re-enact Indiana Jones in the 
mines. Wouldn’t it be easier to get a 
divorce? 


The doggie miners in their ore 
carts can be taken out with a couple 



of shots but where possible, dodge 
them and the bones they throw at 
you. 


Along with the dogs, Baloo con¬ 
fronts giant fireball blowing 
machines. These follow a set track 



and are easier to dodge than destroy. 
Dodge them by dropping down then 
up, keeping an eye out for the dogs 
in baskets. 

Baloo now starts to rise and must 
dodge large green snakes creeping 
out of the wall. Stay low and you will 


have ample time to get past them. 

At the top of the shaft you meet up 
with a mining machine the govern¬ 
ment couldn’t stop - now it’s up to 
you! This machine will throw rocks at 
you so stay to the left and dodge 
them then fly diagonally up; firing at 
the centre of the machine. You want 
to hit it between the two spikes at the 
base, but it can only be damaged 
when there is a face showing in the 
box above it. 14 hits and Scargill is 
toast. 

RowimI 7t Jwnglo Jwnkol 

This level, although very short, can 
be quite taxing so don’t get cocky or 
you’ll wind up as a crocodile’s lunch! 
As soon as you arrive, drop down low 
and fire. These crocodiles are totally 
wacko, firing themselves from cata¬ 
pults and throwing spears at you, so 
stay low and get them before they 
get you. 



Statues on ledges launch fireballs 
at you as you go by. They take two 
hits and only cause problems when 


there is one on either side of you. As 
you reach the top, stay low as more 
crazy crocodiles will fling themselves 
at you. 

Keep to the bottom of the screen 
as you move to the right and you will 
begin to descend into the crocodiles 
HQ. You will pass more statues on 
the way down but again these can be 
blasted into next week on the way. 

At the bottom you meet up with the 
big cheese medallion man himself, a 
giant crocodile spitting fire and 
guarded by smaller jumping crocs. 
As he spits his ring of fire at you, 
drop down and shoot at his medal¬ 
lion, circling around his flames. Any 
guards that appear should be taken 
out and made into handbags to ease 
your access to the boss. Hit him 20 
times and the sucker becomes the 
biggest set of luggage known to man. 

RowimI 8t flio Snowy 
Alps 

Baloo’s last job, no cargo to collect, 
no money bags, just flying pirates, 
mad skiers and boulder-dropping 
planes. Baloo flies into a flurry of 
pirates all intent on killing him. Dodge 
and fire and you will get past them. 
Don’t stop firing as there are hidden 
goodies in the clouds. As you reach 
the mountain, drop back as you start 
to rise over the top of it. Keep high as 
skiers career down the slope and 
jump up at you. 
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:al honae pl«s 


The show is only on / / 
from Thursday 25 March * sj 

to Sunday 28 March. You may ^ 
think this doesn’t give you much time to enter 
the competition and you would be right! All 
entries must be in our post bag by March 20. 
That’s only a month from now! So get going! The 
Ideal Electronic Games Show gives you the 
chance to see everything new in ’93 for your 
console. Can you afford to miss out? 


babes from Paragon, they will give you a free 
cheat book per pair of tickets for your machine! 


Yo dudes! Have you ever wanted to grab the 
games experts by the silicon chips and ask them 
all the awkward questions they don’t want to 
answer? Well now is your chance, and the great 
thing is, it’s free with Super XS and the Ideal 
Electronic Games Show! 


The prize is for ten pairs of tickets to the show, 
worth £7 each. These not only let you and a 
friend / parent into the games show, but ^o the 


My answers to the Ideal Games competition are as follows: 


QUESTION 1 


As anyone will tell you nowadays, consoles are 
fast becoming a part of modern life, with most 


world famous Ideal Home Exhibition. Here you . 
can pan for real gold in a re-built mining town andl 


homes in the UK owning at least an 8-bit, if not, a 
16-bit machine. Super XS is giving ten pairs of 
lucky people the chance to see the future of 
console gaming. You will be privileged to have a 
complementary ticket to see every part of the 
huge show held at Earls Court 2 in London from 
the 25-28 of March 1993 (the normal Ideal Home 
Exhibition runs from March 18 to April 12). 

But before you disappear in a cloud of smoke, 
here’s a little information on the show you could 
be visiting. All the top consoles will be there, the 
latest software, peripherals and systems will all 
be on show and ready to be abused by gaming 
maniacs. In addition to the regular proceedings. 
Paragon Publishing (who produce Super XS) will 
have a stand at the 
show and if you 
approach the 
gorgeous 


help build a record breaking tower out of LEGO. Ifi 
that’s going to cramp your style, then why not I 
check out all the hi-tech electronics on offer. i 



QUESTION 2 

A 

B 


_ , I ° 

box on the entry form. - C 

1. Mickey mouse has a dog, what is ifs name? T . 

Pluto r ADDRESS,. 

B. Pugsley 

C. Simon 

a-S«.w.,a.w^op.a,aa Han 80,0, 

A. Patrick Baseden | phone NUMBER. 

B. John Major 

C Harrison Ford I The console I own is. 

ihP Lamborghini Please print a solution for . 

^ Damian's dream car is the Lambo g 

is its top speeo. ■ circle the appropriate letters on this coupon and send it 

Diablo, DU ^ photocopy) to. Ideal Games Compo, Super XS, 

30 MPH I Durham House, 124 Old Christchurch Rd, 

B. 760 MPH Bournemouth, BH1 INF. 

C. 205 MPH J Remember, all entries must be in by 20 March. 
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The coolest pilot on the clow, Ice has the 
best kill ratio and is a very dependable 
wingman. His no-nonsense approach 
means if you tell him to destroy a 
Frathi, he will won't hesitate, if you are 
unfortunate enough to fall into the 
Rostov system (see Star Wars), Iceman 
will be your co-pilot. 


The complete opposite to Iceman, 
Maniac lives up to his name. Completely 
untrustworthy, he hits the turbos at the 
faintest sniff of a Kilrathi and plunges 
into the fray with no regard for yours or 
his own safety. Apart from being totally 
crazed. Maniac is a good shot but lack 
discipline and often Sioots you instead 
of the enemy. You meet him in the early 
systems, unfortunately. 


BOSSMAN 

Like Iceman, Bossman has a stupid 
name but is very dependable. In fact, if 
you get into a scrap with this man, be 
prepared to loose some of your kills 
because he's fast and ruthless. 
Bossman is probably the best wing- 
man, due to his accuracy and steadfast 
bravery. Bossman accompanies you in 
the Kurasama system. 


This old veteran is a good shot but not 
as willing to join the fight as some. 
Paladin only has a short while until his 
retirement so he is content to leave 
fleein' Kilrathi or stand down from an 
attack situation. Don't even bother 
ordering Paladin against a Rolari 
because he will either completely 
ignore you or get killed in five seconds. 


How stereotypical can you get? Hunter 
is ^e token aussie and as such, the 
programmers have seen fit to let him 
slurr his words and swear a lot. Hunter 
is fairly reliable ( although he tends to 
dodge Frathi whenever possible ) and 
is determined to win the war, but he 
does tend to get ambushed easily and 
it always calling for help. You meet 
hunter in Venice. 


It you ny with Knight, he rarely seems 
to destroy any Kilrathi and this fuels the 
loose talk concerning his loyalty. Knight 
seems content to stay back and let you 
do all the work while he fills his flying 
suit. Unfortunately you get lumped with 
this sad excuse for a pilot in Dakota. 


The sweetest piece on the Claw. Angel is 
a Parisian pilot of out-standing capabili¬ 
ty and nerve. She will always obey you 
in combat but her accuracy leaves a lot 
to be desired. Angel is also obsessed 
with the statistics of the war such as fuel 
to weight ratios and how many missiles 
it takes to kill a Drathi. She is often a 
source of useful information. 


Although quiet. Spirit is very good at 
her job although she only accompanies 
you on the first missions which are very 
easy. The only really annoying thing 
about Spirit is that no matter who you 
are, she always calls you "Dommo". 


Wing Commander is the first of a new genera- 
tion of space combat games featuring digi- 
tised alien space craft and full screen ani- 
mated sequences that unfold like a motion 

picture. You play a greenie recruit to th&i?^^i 
Tiger’s Claw, an allied space carrier that carries the 
cream of Earth’s fighter pilgts waging war against 
the invading Kilrathi forces. The following guide is 
all you will ever need to complete this excellent 
game including the shortest route to success, all the 
mission strategies, pilot profiles and enemy tactics. 
Remember to enter the name ACE for the passwords 
or they will not work! 
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^Lacking the sophisticated look, the Scimitar 
is the workhouse of the confederation and a 
powerful mid-range fighter/bomber. As with 
the Hornet, the Scimitar only has one set of 
weapons and a single set of weak missiles. 
Due to the weight increase, the craft is slower 
than the Hornet but you should find the 
incoming craft are destroyed a lot quicker due 
' i up front lasers. 


Fast and highly manoeuvrable, the Hornet 
is the least sophisticated of the confedera¬ 
tion's fighters. The shields are relatively strong 
but she has low power weapons that hardly 
scratch a tough ship like a Gratha. If you suc¬ 
cessfully complete the first system without 
mishap, you will be moved to Blue Angel 
squaaron commanding a Scimitar-class 
medium fighter. 


to the b^fed 

mil 


The Rapier is first offered in the Gimie system 
and is the latest fiahter prototype. Super-fast, heavi¬ 
ly punned but it looses out in armour. Once the 
^idds on this baby hove been depleted you can kiss 
your ass goodbye. Like the Raptor, the Rapier has a 
sdection of weapns to use in different situations but 
the guns take an age to re-charge if damaged. Once 
you have completed the trial mission, you are 


Complete a successful tour of duty in all the 
systems up to the McAuliffe system and the 
commancier will re-assign you to a Raptor- 
class heavy fighter. For the first time you get 
to choose between front firing weapons such 
as laser cannons, neutron guns and full 
weapons. More missiles, heavy shields but 
you sacrifice speed and manoeuvrability. 


Looking distinctly like something from 
Battlestar Cxjiactica, the Salthi are the main 
Kilrathi fighters and have two to four powerful 
lasers on the wings. The Salthi will usually attack 
from the front then stay close and ram you as 
many times as possible before closing in for the 
kill. Like the Drathi, a heavy dose to the front as 
it attacks will be fatal. The shields are weakest 
on the side. 


^ Incredibly quick, short range fighter. The 
Drathi is the weakest of all Kilrathi craft and 
can be destroyed before they have even got a 
shot off. A concentrated stream of lasers to the 
nose will be enough to take one out and 
maybe a missile for good measure (although 
you should save the neavy weapons for the 
base ships). Drathi hove medium lasers and 
shouldn't prove too much trouble, even in 
large numbers. 


Heavily armoured with loads of differ¬ 
ent guns but agile with it, makes the Krant a 
fearsome opponent. Most of the ships you 
will encounter are Krant because they serve 
both as a long range bomber and an escort 
hghter. You wHl usually need at least two full 
charges of laser plus a missile to take one of 
these babies out. 


deadly speed. The Kilrathi use these heavily 
armoured bombers to attack confederation 
base ships like the Claw. You will find that a 
wing of three Gratha will take it in turns to 
bomb the ship while you chase the other two 
into deep space. The only time you are going 
to catch them up is to wait for them to turn. 
When this happens, blast them with everything 
you've got. You may not get another chance. 





































ICommander featuresiman^ different systems but you will not 
iiem if you complete all the missions successfully. Plan^iHiSe Bi 
lone and Gateaway are only visited if the war is^^^ing 
m systems wHI be visited If y(^ successfully conr^ete 

here is the (^|i of systems to aict!jp$gation. gHH 

In detail 


nwssion^lbre explaim 
have a brief 


r GATEWAY 


CHENGDO 


BRIMSTONE 




DAKOTA 


KU^SAA^ 


VENICE 


VICTORY 


Stay close to the Drayman and hit 
each ship that gets close. Never 
chase a bogie into deep space leav¬ 
ing the transport vulnerable. 

This is without doubt the toughest 
mission -so far and one mista^ 
means Bhurak will melt your shields. 
Due to the hazardous nature of the 
missions, if you complete it and kill 
Bhurak you will receive a promotion 
to 1st LT and assigned to a Raptor- 
class heavy fighter. You only receive 
this accolade if your career is fault¬ 
less so far. J| 

Chronology ^ 

4 Krant * 

3 Salthi (Inc Bhurak) 


war takes a turn for the worst. 

The Kilrathi minefields have homing 
capability so if you stay still, you will 
be rapidly swamped. Use the same 
method as the asteroids to get 
through. 


Chronology 

3 Drathi 
Mines 
3 Salthi 


GIMLE SYSTEM 


MISSION 2: Intercept 

As tensiop grows in the region an 
unidentified target jumps in at ninety 
thousand clicks and is approaching 
at attack speed. You are ordered to 
intercept and identify the bogie and 
live to bring the information back to 
the Tiger’s Claw. You first come up 
against three Drathi (no problem for 
a Top Gun) and the two Krant who 
really put the frighteners on! 

The target turns out to be a Ralari 
base ship and requires over three 


MISSION 1: Defend Exeter Destroyer 

Straight Into the action! The com¬ 
mander orders you to defend an 
Exeter-class destroyer from Jalthi 
attack. But before you can jump to 


the 

rescue. ' i ^ V 

a squadron of* ^ 

back-stabbing 
Salthi descend on 
the Claw. The f 

Slathi’s favourite ^ 

’ tactic is to hit the / - 

. boosters, fly in, hit 
the Claw with 
everything they have and then shoot 
back into space before you can get a 
bead on them. 

It is very easy to waste all of your ret- 
ros on this mission so don’t chase 
them, let them come to you. The 
best attack method is to get behind 
them as they attack the Claw 
because they will be too busy attack¬ 
ing the ship to notice you lining them 
up In your cross hairs. Complete this 
mission and you get the highest hon¬ 
our, a gold star. 

Chronology 
4 Salthi 
4 Jalthi . 




wingman pops the Drayman. Pick up 
the transport at Nav 1 and take out 
the wing of Salthi and Drathi. The 
asteroids need to be taken slowly. If 
you have completed both missions 
successfully you will be moved to 
Blue Angel squadron commanding a 
Scimitar-class medium fighter. 
Chronology 

2 Salthi 

3 Drathi 

Asteroids • 


ENYO SYSTEM 


MISSION 1: Patrol 

This is your first taste of vacuum so 
don’t screw it up! Spirit is your co¬ 
pilot and she’s as dependable as she 
is horny. It’s a simple patrol mission 
over three nav points with the slight 
complication of sd|he asteroids on 
nav points two and three. The Salthi 
are dangerous if you let them get 
behind you but a strong attack in the 
front as they approach will sway the 
odds in your favour. 

Chronology 
3 Drathi 
Asteroids 
2 Salthi 
Asteroids 


fully charged energy banks or 
three missiles to destroy it. The best 
place to hit it is at the back where the 
gaping engine pods invite a strike. 
Complete the mission and you get a 
bronze star. 

Chronology i- 

3 Drathi 
2 Krant 
1 Ralari 


MISSION 2: Escort Drayman 

Getting cocky are we? Just because 
you’ve completed one mission with 
honours, it doesn’t mean that you are 
a full fledged pilot. This is a simple 
Drayman escort mission but you 
have to keep the ’sport’ protected 
and not fly off after a bogie while it’s 


MISSION 3: Escort Drayman 

Don’t be fooled into thinking that this 
escort duty is all a complete yawn 
because this time you have’ seven 
enemy-fighters tryfng to toast you 
including the infamous Bhurak 
Starkiller (one of the Kilrathi aces). 


MISSION 2: Patrol 

The tactical division Is hot to trot on 
the new Rapier-class high perfor¬ 
mance fighter. The Rapier has 
improved shields, larger weapons 
and . Is faster than any other allied 


JQCCMCBL0W 


MISSION 1: Patrol 

Paladin joins you as your wimman in 
this system so be prepared for the 
big brother treatment. On most mis¬ 
sions you will always begin with a 
patrol mission to scout the area and 
find any targets. The McAuliffe sys¬ 
tem is vital to the allied control of the 
sector and if you miss this one, you 
will be transported to the Brimstone 
system (see Star Wars) where the 
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vessel but her hull is incredibly thin 
making her vulnerable. The com¬ 
mander wants you to test-pilot the 
prototype on a routine patrol that 
takes you through an asteroid field 
and then two encounters with the 
enemy. If you have performed flaw¬ 
lessly so far in this system, you will 
be promoted to Captain when you 
return. 






nriefi^g'noon 


Chronology 

Asteroids 

4 Drathi 
2 Gratha 

MISSION 3: Intercept 

The liberation of Gimie is at hand but 
you have to destroy a squadron of 
bogies that threaten the Claw. The 
good news Is that they are only 
Drathi (fast but incredibly weak) but 
there are loads of them and it Is easy 
to get blasted frorp three sides at 
once. Bhurak Stark’iller or Khajji the 
Fang (depending on whether you 
killed Bhurak earlier) will head the 
second wave and his ship Is consid¬ 
erably tougher than the normal 
grunts. 

Chronology 

5 Drathi 

4 Drathi (inc Khajji the Fang) 


DAKOTA SYSTEM 

XGDHFVWCRC 

MISSION 1: Escort Drayman 

The Dakota system is plagued by an 
outbreak of Watsons disease and 
our allies families are dying In their 
thousands on the affected planets. 
The Tiger’s Claw has been brought 
in to protect vital medical convoys 
from the opportunist Kilrathi, who 
would love Watsons to do their job 
for them. This first mission is simple 
enough, ferry a Drayman to its jump 
point then escort one back with sup- 
plies. 



The ^ 

Kilrathi 

forces are out there somewhere so 
stay sharp Captain! 

Chronology 
Meet Drayman 
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destroy every damn one of them. 
This is a tough mission 
because space is 
swarming with 
Kilrathi des¬ 
perate to 
protect their 
supplies and 
because the 
Dorkirs are 

spaced out, you 
may be tempted to use 
up your missiles before they are all 
sucking vacuum. If you are brave 
enough to look a Dorkir right in the 
exhaust pipes 

while aiming, then 
you should bearjn 
mind that 

B a k h t 0 s h 
Redclaw Is out for 
your blood. You get pro¬ 
moted to Major if you com¬ 
plete all the missions success¬ 
fully. 

Chronology 

5 Krant 

1 Dorkir 

2 Jathi (inc Bakhtosh) 

1 Dorkir 

2 Jathi 
1 Dorkir 


4 Drathi 
2 Krant 

Pick up Drayman 
4 Salthi 


MISSION 2^ Routine Patrol 

During con</ersation before this rnis- 
sion you learn how4o take out the 
Kilrathi base ships. It is always useful 
to talk with the crew whenever possi¬ 
ble. After successfully escorting sup¬ 
plies to the colonists, you are dis¬ 
patched on deep space patrols to 
find the-many Kilrathi supply convoys 
that have been 
prolonging 
the eircmy 
stock¬ 
ade. 

This is 
a very 
tough 
mis¬ 


sion 
because of 
the sheer 

numbers of enemy involved. Two 
Gratha may be a handful, but six 
Krant! C’mon, play fair! Experiment 
with attacking the Ralarl from differ¬ 
ent angles, we have found that the 
front is the least defended. 
Chronology 
Asteroids 
2 Gratha 
6 Krant 
1 Ralari 


MISSION 3: Destroy Convoy 

At last, after hours of searching blank 
radar screens for blips, you’ve hit pay 
dirt! Tactical has discovered the main 
route of the enemy convoys and is 
even now dispatching wings to 
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KURASAMA SYSTEM 

JRNFTIWLCH* 

MISSION 1: Intercept Dorkir 

The Kilrathi advance has been halt¬ 
ed, the allies are now on the offen¬ 
sive and it is here, in the Kurasama 
system, where the main Kilrathi 
bases are to be found. Bossman is 
your « 0 -pilot so keep a tight lead on 
him or you will miss all the kills! 

This mission you are up against 
Dorkir. The best way to send them to 
the scrap yard in the sky Is to fly 
directly behind them so that their 
bull’s-eye engines are right in your 
view. Loose off one missile and 
select ’full guns’ to destroy them. You 
shouldn’t have too much trduble but 
remember to save those missiles. 
Chronology 
4 Drathi 
1 Dorkir 
3 Krant 

1 Dorkir (warps in) * 

2 Jathi 

1 Dorkir 


MISSION 2: Escort Ralari 

If you destroyed the ’sports’, the CSS 
Suffolk will have torched a communi¬ 
cation station and this will weaken 
the enemy for the last two missions. 
A Ralari has been captured by the 
Suffolk and this mission has you and 
Bossman escorting it to the Claw and 




preventing the Kilrathi getting it back. 
The only hazardous moments are 
when you have to navigate the Ralari 
through an asteroid field while fight¬ 
ing Salthi. Not an easy feat! However, 
because there are more of them than 
you, why not lead them into the aster¬ 
oids? Or let Bossman destroy them 


•i^or you? ■■ 

Chronology 
Asteroids with 4 Salthi 
4 Gratha " 

Asteroids 

MISSION 3: Defend CSS 

Formidable 

This mission illustrates perfectly an 
unorthodox method where you can 
alter the waypoints fo* the mission te ^ 
suit you. The commander orders you 
toTendezvous with the Exeter with all 
speed but a minefield is in your way. 
The best tactic (if you don’t fancy the 
mines ) is to select nav 2 as your first 
point and fly there, before locking 
onto the Exeter and by-passing the 
mines. No one seems to mind and it 
saves you the embarrassment of 
dying in a minefield without an 
enemy in sight! This is also an ideal 
mission to rack up your kill ratio with 
six tasty Drathi just waiting to be 
blown away! 

Chronology 
6 Drathi 

Rendezvous with Exeter 
4 Krant 

VENICE SYSTEM 

^ DHS2RSVM4W 

MISSION 1: Patrol 

r If you don’t like asteroids then 
this trip may be a bit of a down¬ 
er! The crazed Aussi, Hunter is 
/ your co-pilot, so read his profile 
if you want to know what to 
expect. Try not to get too Impatient in 
the mines section; one false move 
and. the whole mission is wasted. At 
the last nav point, Bakhtosh RedClaw 
is waiting for you in his Krant defend¬ 
ing a hidden Ralari. Take out the 
base ship and Bakhtosh and you 
could be in for a special commenda¬ 
tion. This system is vital to the Kilrathi 
so the end of the war maybe in sight. 
Chronology 
Asteroids 
Meet Exeter 
Asteroids 
Mines with 2 Jalthi 
Asteroids 

3 Krant (inc Bakhtosh) 

1 Ralari * 

MISSION 2: Intercept Frathi 

After the successful patrol ( you did 
come back didn’t you? ) the Tiger’s 
Claw has established the loRtion of 
i a number of base ships and will be 
working with the carrier Kyoto’s fight¬ 
ers to destroy them. Although you are 
accompanied by two Rapiefs from 
I the Kyoto, they do sweet FA and it is 
up to you to destroy all the targets. 

I The target this time is a Frathi-which 


is much tougher than a Ralari and 
has more guns. The best way to 
attack it is from just below the front 
nose. Use full guns and missiles. The 
end of the Kilrathi empire is nigh! 


i 






u J 


Chronology 

Asteroids 
2 Gratha 

2 Gratha • * 

4 Salthi 

1 Frathi 

3 Krant 

MISSION 3: Escort Tiger’s Claw 

This mission seems simple enough. 
Escort the Tiger’s Claw to with¬ 
in range of the enemy Star < 
Post so that you can lead an 
.attack on the heart of the tim 
K ilrathi. Unfortunately, apart Higi 
from the mines, there are also 
loads of Jalthi and Drathi if 
about including a skulking any o 
Ralari which has sent three sendi 
Grathas to destroy the Claw. 

The worst part of the mission ^ ° 
is the Gratha who take it in 
turns to shoot at the Claw and use 
their superior speed to outmanoeu¬ 
vre you. Try to use turbos to get close 
and let them have it while they are 
too preoccupied with their bombing 
runs. Laser guns are the best 
although full weapons for a while are 
very effective. Dakhath Deathstroke 
rears his head In this missigp; riding 
in a Drathi. 

A useful tip when taking on a Ralari 
and its escort. Sometimes the fight¬ 
ers don’t seem to be Interested and 
almost invite you to attack the base 


ship. If you go in and blow the Ralari 
to bits, the fighters will swarm in with 
amazing ferocity to kill you. If you 
fancy a challenge, why not try it? 

Chronology ^ 

Mines 

Mines with 2 Jalthi 
Mines 

2 Drathi (Inc Dakhath) 

1 Ralari 

4 Gratha (attacking Claw) 

MISSION 4: v\4l the War! .. 

This is it guys! The Kilrathi have been 
beaten back to their home systems 
and are now rallying around a huge 
Star Post \W the Venice system. 
Thanks to you, we have the coordi¬ 
nate and can now attack it. 

The commander orders you to take 
out a Frathi en route-.which is sup¬ 
ported by a fighter escort. Move 
straight in for the kill, destroy the 
Frathi and then get the hell out of 
there before the Krant know what hit 
them. 

► Move on to nav 2 where the Star 
base Is protected by Gratha. Again, 
go straight for the 




base and 

use all the missiles you have left. Full 
weapons will also help to destroy the 
base which explodes in the biggest 
fireball yet seen. Considering this is 
the final mission, it isn’t very difficult, 
especially if you hit the base in the 
side (away from the main guns). 
Chronology 
Mines 
2 Krant 

1 Frathi . 

2 Gratha 

1 Star Post 
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4 Salthi 


1 



If ievpr|one of tho/iritssions 

irr:'^ Importali star system^^ you 
?»xild be sen|to one of thf/mcffie 
prolonged ba^s as the tai®s 
a turn for the vi^st. If you follow the 
guicl^' to the 1]ive main systems, 
yoti should compl^the gfflse but 
what if you / ari catapulted to 
Hubble’s Star A^p^Slypse? 

The following guiM is denned to 
pfd a brief id^of whA you will 


MISSION 3: Defend Claw 
Chronology 

6 Gratha 


PORT HEDUND SYSTEM 


1RFKMFTL-7C 


MISSION 1: Escort Drayman 
Chronology 

4 Jalthi 
3 Gratha 


MISSION 2: Patrol 
Chronology 

3 Drathi 
Mines 

4 Gratha 
1 Frathi 

Mines with Asteroids 


GATEWAY SYSTEM 


MISSION 1: Patrol 
Chronology 

Asteroids 
3 Slathi 
2 Gratha 


MISSION 3: 
Destroy Frathf 
Chronology 

4 Jalthi 
4 Gratha 
1 Frathi 
4 Krant 


Defend 


MISSION 2: Defend Claw 
Chronology 

2 Drathi > 

2 Drathi 
2 Drathi 
2 Drathi 


BRIMSTONE SYSTEM 


MISSION 3: Escort Drayman 
Chronology 

2 Gratha 
Meet Drayman 
4 Salthi (inc Bhurak) 


MISSION 1: Patrol ♦ 
Chronology 

1 Salthi 
3 Gratha 

2 Krant 
Asteroids 


CHENODO SYSTEM 


JQByCJLCM0 


MISSION 2: Escort Exeter 
Chronology 

Asteroids 
5 Drathi 
Meet Exeter 
4 Salthi 


MISSION 1: Escort Valkerie 
Chronology 

Rendezvous with Valkerie 
6 Krant 
1 Ralari 


MISSION 3: Intercept Dorkir 
Chronology 

2 Jalthi 

5 Krant (inc Bakhtosh) 

1 Dorkir 

2 Krant 


HUBBLE'S STAR SYSTEM 


MISSION 1: Patrol 
Chronology 

4 Krant 

1 Ralari 

4 Drathi (Bhurak) 

2 Dorkir 
Mines 


MISSION 2: Escort Exeter 
Chronology 

Meet Exeter 
Asteroids 

5 Drathi (inc Khajji) 



MISSION 2: Escort 

Drayman 

Chronology 

MirTes 

4 Drathi 

5 Gratha » 

Meet 2 Drayman 
Mines jA 


MISSION 3: Intercept 
Chronology 

Asteroid 
3 Krant 
3 Gratha 


ROSTOV SYSTEM 

JRN2RV4CQ0 * 

MISSION 1: Patrol 
Chronology 

Asteroids 

Asteroids 

2 Drathi (inc Dakhath) 


Asteroids 
2 Gratha 
4 Gratha 



1 Dorkir 

Asteroids 

Asteroids 


MISSION 2: Destroy Ralari 
Chronology , 

5 Salthh 
Asteroids 
5 Jalthi 
1 Ralari 
Asteroids 

MISSION 3: Intercept unknown 
Chronology 

Asteroids 



APOCALYPSE SYSTEM 



MISSION 1: Escort Drayman 
Chronology 

4 Salthi 
3 Krant 
3 Gratha 


MISSION 2: Intercept-bogies 
Chronology 

Mines 

3 Salthi (inc Dakhath) 

4 Gratha 
1 Frathi 


MISSION 3: Defend Exeter 
Chronology 

Mines 
5 Salthi 
4 Drathi 
3 Gratha 
3 Gratha 


MISSION 4: Suicide mission 
Chronology 

2 Gratha 
1 Ralari 

4 Salthi (inc Dakhath) 
Asteroids 

4 Drathi V 

Mines 



4 Krant (inc Khajja) 

1 Fr|j|j^ 

Asteroids 
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when running past the lockers, look 
out for rats hiding in the lockers. { 


Try to moke sure you take out as 
many of the rats as you go by. If you 
don't, you end up crushed between 
I the rats that have followed you. 


Buster enters the game in the main 
corridor of his school. His aim here 


As you reach this point, dash 
and press down, to slide under 
the staircase. ( 
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After open¬ 
ing the door, 
drop bock, 
then dash 
and jump to 
climb the 
wall. If you 
succeed, then 
a golden car¬ 
rot is yours. 


When exiting from the lift, 
sprint to take out the first of 
the rats, then drop kick the 
rest into oblivion. 


As you reach the top of the 
bookcase, stop and boost your 
up your speed dash. 


Reach this point 
and you will be 
faced by another 
switch, press it, 
and jump down 
the hole to the next 
level. 




Jump on the switch here, to 


Well, what do you know, it's 
another switch! Use os before, but 
. now, when you climb the book¬ 
case, jump from side to side to 
avoid the rats throwing books. 


advance the next bookcase so that 
Buster can climb up it. Remember 
to leap from side to side to avoid 
all the rats chucking books. 


To survive th\sTe5i, 

ihe bottom of the screen 

and feed Dizzy os he 

comes to you. 


We had Tiny Toons on the NES, so it 
was only a matter of time before 
it came out on the Super NES. The I 
graphics are some of the best ^ 
ever, with smooth animation and u 
six cartoon levels split into many ^ 
sub levels. Super NES Tiny Toons is 
just as challenging as its 8-bit com¬ 
panion, with even more variety in 
gameplay. Buster Bunny must turn 
his hand to football, balloon jumping 
and re-enacting his fave films. Chill 
out with this exclusive XS solution! 


is to make it to the classroom with 
out being beaten up by the school 
rats.Sound easy? Just try it! 


vfter all that running, Buster needs 
i rest, where better than the 
brary? Unfortunately, the rats have 
aken over the library, and are intent 
)n disposing of our hero. To get 
)ut, Buster must climb the book- 
lases. 


Buster must be daydreaming! This next level 
is a far cry from school.You find yourself in a 
wild west town, dodging rabid dogs, tomato¬ 
throwing thugs in windows and a game of 
skipping! 


to feed him betore 

trashes the krtchen^A 

rfect example ot tnis 
jJie’s many ingenious 
sks and sub levels. 















a 



126 


Super MARCH 1993 


























































t art from being free 
om Roland and his 
pals, under the stairs 
you will find a silver 
carrot which boosts 
your hearts from 
three to four. 


Take a rest on these plat¬ 
forms and recharge your 
dash bar. Jump as you 
reach the edge of the sand 


The easiest route to suc¬ 
cess is to read the notices 
on the wall. They tell you 
when to run and when to 
jump. 


When you land, a rather large 
and unpleasant bulldog will 
come out of the dark to bash 
your head in. If you jump and 
drop kick him four times, he will 
drop a key to the next zone. 


Jump over here to get the bonus and you 
will trigger a weight, quickly leap back 
over or you will be squashed! 


Blue horses mean trouble, so avoid 
at all cost. Keep leaping over all 
the horses for the exit. 




Things are peaceful in 
this little town and Buster 
has time to do a bit of 
skipping. Jump the rope 
ten times and you can 
continue. 


Run as far as the door and wait, then 
run under the second thug. As you reach 
the barrels, climb over and use the same 
method as before. 


Unlimited enei 
Super dash 7 b 
U nlimited lives 


To get on to the top of the freight 
carriage, press dash and then jump. 
Hit the brakes as soon as you are on 
top, as a rat will appear to knock 


These nets are designed to catch mail, but 
here they will grab you. Jump over them or 
you will get caught and thrown back! 


As the cowrat jumps down from 
the staircase, wait by the barrel 
and he will walk straight past 
you! 


Wherever there are hanging 
lights, you can bet your bottom 
dollar that they will fall on you. 
Dash in ana out to collect the 
carrot. 


Fall through the floor 
of the library into the 
basement. Here you 
face the typical 
school caretaker, 
big, bad, and a 
bully! 




Buster has his running shoes on for this level! You will need to 
time your jumps well, with frequent rests to charge up the old 
dash bar. The penalty for falling into a pit is a rapid fight with its 
minions, and then a hasty dash up the wall. 


From the street to 
the bar. Buster 
fights his way past 
crazed dogs and 
rats in cowboy 
hats. At the top 
floor he meets up 
with Montana Max 
who’s just robbed 
the safe. You give 
chase. 


Level 2-2 
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Dive from the top of the cob to clear the first 
flame burst, then wait and jump over the sec¬ 
ond. As soon as you land, ducK, as a split in 


the funnel lets fly with a burst of flame. 


When you reach the 
front or the train. Max 
will plead to be rescued. 
So you save him and 
yourself by jumping onto 
a hand-powered cart. 
Press the B button 
repeatedly, to escape. 


Once past the funnel, Buster must hang on for dear life by the red rail 
that juts out from the engine. The screen scrolls back to the left which 
makes it look like certain death, but just before you qet crushed, you 
have to make a leap to the wheels. The bar that holds the wheels 
together, moves up and down, so Buster must avoid the steam from 
cracked pipes on the up strokes. Montana Max is waiting at the end. 


To get through the haunted corridor, 
wait by a pillar, to find out where the 
next gnosts are. Now dash and slide 
your way to the end. 


Buster's one physical foe. This 
strange man splits into four bats 
that then attack you, only the bats 
can be destroyed. As he changes 
however you can run past him. 


Use these hammers to carry you 
to the higher levels. But be care¬ 
ful, they can be hit from above 
as well as from below! 


I Buster now finds himself 
on a collapsing bridge. 
Your only chance of suc- 
_ cess is to stay to the right 
^ of the screen, as the train 
BL runs out of track, use a 
dash-jump to reach the 
I 4 next section. 


After travelling over a crippled bridge and 
whizzing out of control, the engine is going to 
blow! Your only hope is to reach the front of the 
engine and escape with Montana Max. To hin¬ 
der your progress, there are spurts of flame 
and steam, all of which will kill you. 


From the corridor to the first floor. 
Buster must use his weight to 
gain entrance to many of the plat¬ 
forms. There are seesaws loaded 
with balls, but be careful, some 
are not what they appear to be! 
As soon as you approach some 
of the balls, they will metamor¬ 
phose into smiling red demons, 
who will take a heart and then 
poke their tongues out! 


From the seesaws to the original “Hammer 
House of Horrors”. Here, Buster must jump 
onto hammers and fly from seesaws. Your 
only enemy is timing and finding the right 
hammer to leap from. Sounds easy, but 
believe me, it’s not. Make one miss-timed 
jump and it’s hammer time! 


Level 3-3 
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The dark carriage which is yet again 
scrolling fast. Your first foes are two 
crooks. Take out the one on the right 
first, and then start on his pal. Only 
attack the guy in green face to face, 
or you will scroll off screen. 


The last carriage contains a crazy 
magician. This creep takes several 
blows. The best way to finish him is to 
jump over his cane and drop kick him 
several times.Watch out! The cane 
shoots out to hit you. 



As you exit the carriage, you are 
faced by flying bricks. Buster must 
jump on these to proceed any further. 
You have to be fast and accurate to 
make it to the end. Miss one, and it’s 
back to the start of the level. 



When a freight boggie appears, get 
as close to it as you can, then jump 
up and drop kick to give yourself extra 
distance to reach it.The last tile bricks 


is very hard to reach so use this 
method for the extra distance. 


i 




Don't go through the exit 
straight away, run up the 
wall to collect a (x5nus heart. 


When you find a ball on top of a pillar, 
drop kick it in the direction you are 
travelling. By doing this, you will cause 
the ball to land on a seesaw. Now you 
can use it to catapult yourself to the 
high platforms. 


Fall down any of these holes and 
it is instant death. Even Buster 
cannot dash out of this one! 


When Buster reaches the top of 
his lump, press right on the con- 
rol pad to make it over the gap. 


As you fly off the seesaw, push forward 
and drop kick, to take out any ogres or 
demons waiting for you at the top. 


Buster enters here. As the 
hammer swings over to 
hit the seesaw, jump on 
top of it, to gain a tree 
ride over the gap. 


Buster’s daydream has 
changed, and he now 
finds himself in a spooky 
ghost house. On the first 
floor of the house, 
Buster’s only foes are the 
ghosts themselves. Boo! 


It’s football time! Buster must score a 
touchdown to get out of this level. You 
I™ have two choices, run or pass. Stick to 
running and it will be alot easier. 


Touchdooooooown!!! Yes, Buster has 
scored, and it’s onto level five and a bat¬ 
tle with some deadly balloons. 


ST POW 


ST PC?»fH GOAL 


id 
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You can't stay long on 
tho Bxhoust Dubblos 
from the planes, so 
you will need to be 
quick. 


A vAole host o( robots^" drop 


^'^°Sretolandon*e 


be swampeol 


This room contains stars in 
abundance, but to get them all, 
you will need to use your dash 
and jump. When you have had 
your fill, go back to the switch 
and drop down to the lower 


chamber. 


As you enter, a switch faces 
you, jump on it and you and 
the ball will fly up. You will hit 
a floor with another switch. 
Jump on this, and you fall 
down. Keep repeating this until 
the ball smashes through the 
floor. 


After landina from your fliaht, keep 
moving to the edge of tne planorm and 
jump down. When you reach the end 
of the lower platform, wait for the ball 
to descend then jump over it. 


fP Make sure that your way is 
clear before climbing. The sol¬ 
diers here, are hard and need 
to be kicked twice before they 
pp will go down for good. 

As you enter this room, the doors shut 
and you are trapped. Jump up and hit 
the ball and it starts throwing out 
stars. As well as the stars, a robot will 
jump into view and bounce around 
madly, kill him, and your exit will be 
clear. 


SUPfR 


When you jump off the top of 


the last balloon you find that 
you have been zapped to 
another balloon! Here, instead 
of planes and bubbles, you 
have to jump from small bal¬ 
loons rising from the ground. 
One mistake and it’s good 
night Buster! Your only safe 
points are the large balloons. 


As you enter this stage, you are faced 
by a large switch, jump on to it and a 
giant balloon will carry you up to the 
main part of the level. Here you must 
jump on to the bubbles produced by 
passing aeroplanes, and in this way 
work your way up to the 
giant blue balloon to the 


This level will turn you upside down with frus¬ 
tration, you enter a world of zero gravity! A 
huge ball blocks your way, but if you manage 
to move it, then there are bonus stars galore. 
It’s just a question of jumping in the right 
places to gain entry. There are no nastie’s 
here, it’s just you versus gravity! 


iave film, but why if 

rd7Yourmis^on'S 

and then ente the 
> a barrage of f'ym? 


aa again! This time 

loes he have to ma 

3 of the screen CO 

before you get thet 

al clad soldiers. Go 


Buster has reached the final level and 
because of this, the entire armed forces of 
Duck Vader have been sent to blast you 
into space dust. Buster has to negotiate 
the perils of a stairway guarded by hordes 
of armour plated soldiers and giant bounc- 
ina balls, as well as a space age catapult. 


























Just below the second set of bumpers is 
a moving platform, useful for taking a 
well earned rest. 


As you race up the 
walls jump, before 
you reach the top 
or you will get 
stuck and fall back 
down into oblivion. 


Hide behind this box and wait 
for the blast. When it's past, 
walk through the wreckage to 
^^the next level. 


These giant 
green crates 
are your 
only means 
of defence 
against the 
lasers, so 
use them 
well. 


All along this walkway, huge balls float 
up and down, so take it easy. 


Reach the top floor and press dash to 
avoid any falling robots. 


As you enter, press 
dash to gain yourself 
some room. Keep 
moving and press 
dash as soon as you 
can. 


In this section the balls ricochet from side to 
side. To avoid these, climb to the top of the 
ladders and wait for them to go over you. 
Now get onto the walkway and jump over 
the oncoming ball. 


This your last stage in the air and it 
is done at top speed. All this level 
is a race to the top before the 
scrolling gets you. Use your dash 
as much as you can and keep 
moving! Collect as many of the 
statues as you can but don’t worry 
if you miss a few. 


You leave the danger of the 
balloons for an airship, being 
the cool dude that you are, 
you ride on the top! From 
here you will be attacked by 
flocks of birds. Spin jump to 
win 


A sign on the airship 
will tell you when to 
jump. You end up in a 
sky high pinball room, 
and you are the ball! 
The easiest way to get 
to the second set of 
bumpers is to run up 
the side of the wall and 
drop down on them. 


your^el, 
up onto into the door 
way and collect Z' 


This one’s a real blast! Having 
found out about your escape, 
the entire fleet are out to get 
you. As you run, the giant 
ships fire lasers at you. Your 
only defence is to duck behind 
large green containers.They 
fall apart afterwards, but at 
least you don’t. 
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Cartridge supplied by: 

Video Games Centre 
Tel (0202) 527314 
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Well, you have completed the Buster does not get his girl. Oh 

game and what greets your tired no, after all, Babs is still his bit of 

eyes? Buster Bunny, Babs fur on the side!! As the stage 

Bunny and Plucky Duck. It turns scenery is moved, the three 

out Plucky Duck played the part dudes make their way off screen 

of Duck Vader, and the whole until the next time. Not exactly 

game was the school play!! This the most inspiring ending is it? 

doesn’t mean however, that Another Super XS game busted! 


At the end of every level, Buster and chance, It is possible to go through the 

Babs invite you to spin the wheel. Like a whole game and only play one or two of 

cartoon “Wheel of Fortune”, and there is the bonus games. The idea of all the 

about as much skill involved in what you games Is to get extra lives, either by out- 

end up with. There are five separate weighing your opposition, playing 

games, all requiring different amounts of squash, bingo, rescuing friends, or corn- 

skill. Each game Is hosted by one of pleting a puzzle in a set time. All in all, it 

Buster’s pals. Due to the effect of is a novel way to gain extra lives. 


Jimpse oHtve 
?aw"'S?Saveto 



























TOH 

P'^y^^a console gan^^^® sp^re . 

Dr M completes evertt oamThi T 'abor^lorv 

Damian) and so therms hn?!w ^ (arilios! as manv^ac 

"val his knowledge.« s^^ortT® '^" 
a^entm^., ' • ^‘“P®-'’PGs and platform 

h yo^ have any auestinne 


LEMMINGS (SNES) 

CAN I HAVE THE PASSWORDS FOR THE SUNSOFT LEVEL? 


PROFILE 

Full Name: Doctor M 
Age: Unknown 

Claim to fame: Completed Battletoads 
with one life 

Currently bustin’: IV/ng Commander (SNES) 
Fav Games; Zelda III (SNES), 

Micro Machines (NES) 


David Taylor, Arbroath. 


We’ve had loads of letters 
concerning this little gem because 
you may have noticed that we didn’t 
print the full set of codes. This was 
entirely intentional, as we thought 
we would tease you with the codes 
until a later Issue when everybody 
has had time to reach them properly. 
The last five levels on Sunsoft are 
incredibly hard so here are the 
codes for any distraught readers. 


Your nightmare Is over! 


Level 1: 
Level 2: 
Level 3: 
Level 4: 


TPCWFMP 

WSJCLDX 

PVNRCMV 

HZSQQNV 


As for level five, well, you’ll have to 
wait for that one, ha, ha, ha! 

We are sworn to secrecy (unless we 
get enough letters). 



KRUSTY'S SUKR FUN HOUSE (SNES| 

I CANNOT GET PAST LEVEL THREE, PLEASE HELP! 

John Stacy, Stratford 



Er, level three’s a bit big to describe in 
Its entirety, John. However, if you try 
putting the password in as smailliw 
(Williams - the name of the 
programmer - backwards), all the 
doors will open allowing you to enter 
and complete any level. Not bad eh? 
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THE ADDAMS FAMILY (NES) 

WHAT DO I NEED TO RELEASE PUGSLEY? 

Julian Kalenuik, Birmingham 


Pugsley is far too small to escape 
from the secret passage so you will 
have to collect three ingredients 
and concoct a shrinking potion. The 
first Item is the blue egg which is 
found in the tree with the locked 
door. The key to the door is In 
Wednesday’s room and you will 
have to avoid the killer dolls before 
collecting it and a bag of money. 
The egg is at the top of the logs 
inside the tree. 

The second ingredient is the bone 
found in the crypt. Enter the door in 
the top right and run left where 
there are three ledges. Jump on the 
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bone and it moves, get over on the 
platform right in the corner of the 
room with the spikes on the roof 
and carefully jump on the bone to 
collect It. 



The final item to complete the 
potion Is a piece of fog from the fog 
machine on the roof. Grandma tells 
you how to fix it if you have the 
spanner. Find the snorkel In the toy 



room and jump In the pond in the 
woods. If you avoid the jelly fish 
and continue right then you will find 
the spanner lurking amongst the 
weeds. 


SPANKY'S QUEST (GB) 

ARE THERE ANY CHEATS? 

The unstoppable Bobby Hull, Cambridge 


As if by magic, a cheat for this 
curious Japanese puzzle game 
flittered into the office just the other 
day. Many thanks to Andrea Morris 
from Newcastle under Lyme for 
sending in this cheat. Andrea 
receives a limited edition Super XS 
t-shirt for solving Bobby Hull’s 
problem. 


There Is a level select and sound 
test cheat for Spanky to use. 

Enter 0119 as your password for a 
stage select and then press up or 
down on the pad to change the 
stage. 

If you enter 0117, you will be able 
to choose the music and sound 
effects. 




PILOTWINGS (SNESI 

HOW DO I REACH THE HELICOPTER RESCUE? 

Scott Pelland, Eastleigh 


To enter the special helicopter 
stage, pass lesson four and earn 
300 points on the four objectives. 

On the light plane, approach 
centrally and lower your speed to 
60mph. Use the orange balls as a 
guide for the perfect flight path and 
landing. 

During the hang-glider section, go 
through the ring and then use the 
warm air currents to rise up and go 
through the ring again. 

When you are parachuting, make 
small corrections to your course and 
use the flare to slow you down at 
the last minute. Your objective is the 
small moving platform and you will 
need extreme skill to land on it 
safely. 



Landing on the platform with the jet 
pack is easy because you can use 
the overhead view and watch the 
shadow for a perfect position. 



MARCH 1993 Super 


135 






















WING COMMANDER (SNES) 

HOW DO YOU DEFEAT THE RALORI BASE SHIPS IN VENICE? 

Andy McDowell, Leeds 


If you have successfully negotiated 
the first four systems then the 
Tiger’s Claw will enter the Venice 
star system where the Kilrathi base 
ships are waiting. Consequently, 
many of the missions you face are 
strike missions against the Ralori 
cruisers. 

There are many ways to defeat the 
enemy, Andy; some of them are 
suggested by Maniac and others by 
Iceman, but we have found the 
following method to be the most 
effective. 

Destroy the fighters that are 
guarding the Ralori and then turbo 
Into firing range. The ship’s laser 
turrets will begin sending flak in your 


direction so keep the ship in the top 
of the screen as you approach to 
avoid the missiles. 

The best place to attack is from the 
rear, get in as close as possible so 
that it fills the entire screen. This 
way, the ship’s defences cannot hit 
you and you are free to sink a few 


missiles into the Ralori’s exhaust 
pipes. A salvo of laser hits is also 
very effective. 

If your shields are being desimated 
by enemy fire, turbo out of range 
quickly and instruct your wingman to 
start his attack run while you 
regenerate. 


You can also attack the Ralori from 
the side and front, but we have 
found that the flak gets too intense, 
the closer you get and this usually 
ends in failure early on. It usually 
takes two missiles and some laser 
fire or a at least four full bursts of 
guns to destroy a base ship. 


HOW DO I GET THROUGH ASTEROID FIELDS? 

Simon Cowley, Oxford 


Super XS will be printing the full 
solution to this epic battle of the 
planets next Issue but for now, here 
is our tried and tested method for 
evading the mass of asteroids and 
also the enemy mines which use 
the same method. 

Put the waypoint cursor In the 
centre of the screen and adjust 
your speed to about 2-230 KPS. 
This should give you enough time 
to avoid any Incoming projectiles. 
Move the ship up and wait for an 
obstacle to appear in the cross 


hairs. Now quickly push down and 
wait again for the next asteroid (or 
mine). Each time you move away, 
all the objects on screen 
miraculously disappear so that 
when you go back, the route will be 
clear. 

The reason for waiting until another 
asteroid comes into view is that this 
signifies when the objects above 
disappear so you may go back up 
in complete safety. If you move too 
soon then it is possible to be caught 
In the cockpit before you know what 
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is going on. 

This same method can be used for 
enemy mines but you have to take 
more care because the mines are 



designed to home in on your ship. 
Consequently, you can get mines 
that are travelling very quickly and 
require split second timing. 


PARODIUS (SNES) 

HOW DO I GET PAST THE BELLY DANCER? 

Jeff Banks, Birmingham 


The huge dancing woman may look 
intimidating, but size isn’t everything 
(eh, Simon?). Move your ship down 
as far as you can go and fly right up 
to her left leg as it begins to walk 
towards you. As it rises, fly 
underneath and hover in the gap 
between the two moving limbs. The 
woman moves from left to right and 
back again twice, and on each pass, 
she gets faster. 

You really have to time it perfectly so 
that the ship gets under the leading 
leg, then move in tiny steps between 
the legs and finally out the other 
side. Once you have done this four 



times, you fly out of the tube and 
Into space where an even greater 
challenge awaits. 
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ACTRAISER (SNES 

WHAI'S THE DEAL WITH THIS MANTICORE GUY? 

Steve Grant, Stafford 


The manitcore’s breath weapon is fire 
and it uses it in spades. Stay on the 
right hand side when it leaps out and 
jump on the top platform as it cooks 
the area below. The Manticore will 


now hop to the left, so leap to the 
middle platform and when it leaps to 
the right, shoot it loads of times. If it 
attacks again, return to the top and 
repeat the process. 




SUPER TENNIS (SNES) 

PLEASE CAN I HAVE A PASSWORD FOR THE NEW YORK OPEN? 

Jason Collier, Essex 


Choose any character you want, 
Jason, and then input this code for 
the New York open. 


Q8QMVF 

RHYHGQX 

4HR0CQ1 

DJSSSRL 


RHRMSYY 

J0VYQYH 

4065C6P 

MM8 



PRINCE OF PERSIA (SNES) 

TELL ME HOW TO KILL THE GRAND VIZIER! 

Dave Parslow, Stoke-on-Trent 



This crafty kaliph first tries to take 
you out with magic fireballs so 
deflect them with your sword and 
then push right while pressing the 
attack button. After a few hits the 
Vizier goes completely mad and 
tries to hack you into little pieces. 
The best way to deal with this 
insane onslaught is to use a 
combination of attack and parry to 
force him against one wall. As with 
most games, once you have the evil 
guy on the ropes, he shouldn’t prove 



too much trouble. 

In this case. If he is right in the 
corner then each successive hit 


from you will cause him to stab 
himself on your sword spelling his 
doom even quicker. As guardians 


go, this is one of the easiest so you 
should finish him off without a 
scratch. 


MAGIC SWORD (SNES) 

I NEED ALL THE HELP I CAN GET! 

Dave Luckhurst, Copley 


Help is at hand, matey, in the form 
of Super XS SOS. There is a cheat 
for this polished platform romp 
which gives you a hidden option 
screen. 

Connect two pads to your Super 
NES and get to the normal option 
mode, move the cursor to Exit and 
press left and start on controller two. 
With these buttons pressed, tap 


start on 

controller one 
and you will 
reveal a hidden 
option menu 
with vitality and 
level selects. 
This should help 
you out, Dave - 
good luck! 
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Every month 
SuperPro has more 
pages of Super NES 
tips than any other 
magazine. 


Gst this. 


Every month 
SuperPro will help 
you get more out 
of your Super NES 
than any other 
magazine. 

Isn't it time you plug 
in to SuperPro... 
every month! 



...regularly! 


lot^c*+ Qi irk^^Dr/^ ii 


Pi if if c£^llc ni if fact rocorv/o 


iir nr\r\\i immoHiatolw In raca nf Hiffiriiltv nhtaininn a nnnv nhnne Paranon Publishina on 0202 299900. 








Tired of sad tips sections 
written by wafflers? Irritated 
beyond belief by tips that 
don’t work or that you cannot 
understand? The Super XS 
Busters A-Z is all you will 
ever need! All the latest tips 
from around the world are 
colour-coded here for your 
machine. The best tip printed 
each issue wins the sender a 
free game. Send in ail your 
hints, tips and game-busting 
ploys to Super XS at the usual 
address. 




GAME BOY 











you will see a jump. Actiavte the power boost and press right just a^ you 
hit the jump. You should cfear the gap and land on the othet side of the 


Shortcut 

When you play orf Port Tov\^ 2, go round one lap and just after the line 


Open Ail Doors, Extra Pfes 

Enter joshua with a space before the first letter and after the last. Now 
press Start and Krusty will 4augh insanely to indicate^'the cheat has 
worked. Now you can enter any door in the game and press both ! and 
R buttons for a pie refill. 
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Infinite Lives 

Pause the game, unpause then pause it again. Press Select, Up, Down, 
Left, Right, Y, 8, A, X. Now unpause the gamd; and if th^ cheat has 
tWprked it should say “Mutek” where the lives should be. 




99 Peter Pans 

When you are in the caves on level five, fall down the first hole on 
the right. Tinkerbell is waiting below, walk or fly to the right and 
you will see a 3-Up and a leaf. You have to go underneath the 
rocks to get both of these then kill yourself and they will re¬ 
appear! 


Difficulty Setting 

Go to the titleiscreen and press the top L button and Select 
simultaneoiasly. Setyour ainf and choose all the normal options and now 
a new menu will appear giving you the choice of difficulty. 


JAMES BOND JR 




Lives 

the three extra lives available^bn level one, then simply return to 
many times as you want at any point in the game. 


FACEBALL 2000 


Cyberscape Mode 

Go to the title screen and hold both L and R buttons at the same time, 
Choose one or two players while still holding these down and press 
Start. Let go of L and R and a new option called Cyberscape wilt 
appear. This is a completely new game and features loads of new 
enemies and a split screen mode. 


JOE & MAC 


Extra credits 

For up to nine extra credits, rapidly press the x button on the title screen. 
For every tenth press of the button you will get an extra credit. However, if 
the title screen disappears, the number will revert back to four.the ^'ame 
then press start to exit it. All you have to do now is enter the level again 
and get the life. Fiepeat the procedure for as many lives as you pan 
handle. 


KRUSTY'S SUPER FUN HOUSE 


F-ZERO 




Weapon power-up | 

Pause the game and press up';1jp, down, dow^J, l, Rj^r, b, a and then 
restart the game. You will have missiles,options and shields - use the 
cheat wisely as you can only use it once per stage. "" ^ 

Extra lives 

On the title screen hold le^, press*^ three times and then start the 
garne. This will give you 30 extra lives to play with. ' 



















PAPERBOY 2 


Passwords 

Routey^S \A|eek2 
Route/6479 Weeks 






PILOTWINGS 


Passwords 

If you cannot wait to complete the early stages of this excellent aeriel 
game then enter these passwords. 

985206 - level 2 3"^ 1^91 - level 3 

^ 207 gi - level 4 10804 J_- helicopter 1 

4007l8-level6 77|^224 -;level 7 

1^5 41 1 - level 8 76 0 3 ST. - level 9 

882943 -helicopter 2 


SIM CITY 


SUPER ADVENTURE ISLAND 


Round Select 

Wait for the story screens to appear and press START, so that the, 
second title screen comes up. At this point, press diagonal top left, L, X 
and right on the joypad. While holding these three buttons press START 
to enter the round select screen. 


SUPER BUSTER BROS 


Level Select 

Press the good old Start button on the title screen. You will be 
confronted with a screen saying “Select Game”. Press L button, R 
button, R button, L button. Up and Down. A number will appear which 
allows you to go to any level. 


SUPER DOUBLE DRAGON 


Earn a million 

Spend all of your money in one year. When the tax screen appears at the 
end of the year, hold the l button and exit the screen. While still holding'!-, 
go back to the tax screen again and increase spending to 100%. Exit 
again and release l. When the people start spreading the money, your 
funds will raise to $999,999. 


Unlimited Continues 

Press Start on controller one to access the mode select screen. Press 
Select to choose Mode A and then start the two player'game. Plai|until4 
there is only one continue left for each player (if one has more than the 
othet then deliberately get him killed). When asked to continue, press 
Start simultaneously on both controllers and you will both, be given an 
amazing seven continues. 


SMASH TV 


Stage Select 

Go to the option screen and press RIGHT, RIGHT, UP , DOWN, R 
BUTTON, L BUTTON and you will hear “Bingo” from the host. 
Now choose one or two players and you will see a stage select. 
This gives you the chance to start on any level including all the 
bosses. 


SPANKY'S QUEST 


Passwords 

* I 


Level 3-1 
Level 4-1 
Level 5-1 


STREET FIGHTER 2 


SUPER FIRE PRO WRESTLING 


Watch mode 

Ever wish your wrestler could be secretly controlled by the computer when 
fighting someone else? Well, here’s how you do it. While you’re selecting 
your character from the Exhibition match screen, hold down button x. The 
wrestler will now be under computer control. Both players can do this. It’s 
especially useful for tag matches. 

Bleeding referee 

If you run at the ref, using run or hammer throw for instance, the wrestler 
will occasionally bump the ref to the canvas. Sometimes the ref will even 
start bleeding. This can prove very useful as he is unable to take counts 
while on the deck. 


SUPER GHOULS 'N GHOSTS 


Get to last four bosses easily 

Start the game with both IP and 2P pads connected. Then, when 
the game starts, immediately choose any opponent and let him 
join in the fight so that you can knock him out. On the player 
select scr^eni you will see a cross over the player you have just 
beaten showing that you have completed the stage. When your 
own player is getting low on energy, switch to playdr two. This 
does use up continues but you can reach the last bosses with 
ease. 

Fight the saine character 

Press START when choosing a character then DOWNf RIGHT,j UP, 
LEFT, Y, B, X, A In rapid succession with the IP pad and you can use 
the same character only in a different colour. The computer player will 
also be in different colours. Spooky! 


Hidden message 

Defeat a boss and hold UP on the control pad for a hidden message. 

Stage select ^ 

Select the option mode from the title screen and highlight the Exit 
selection. Hold i and start on the second controller and another option 
screen will appear In which you can choose the level and area on which 
you want to start, 


SUPER MARIO KART 


Change screen 

Plug in two controllers, when the title screen appears, start a one player 
game and keep the Left and Right buttons pressed on the Second 
controller. The upper screen will be the course rnap^ and thei lower 
section will be your playing area. 
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Shirink Ch^ract^M . - I 

Pf4ss and hold down Y, then pres^ A on^the^^character i^el^ct 
shrink all the Ghafacters in thefiext face. 




SUPER TENNIS 


SUPER NIARIO WORLD 


Si^er player I ' 

Fqf a^more skillful player, higfilight|he^one that you want and press|the 
vfGifowing on the seco/id obntrotler: l|(l, C R, R, R, R, R. r|r, xf 


1-up bonanza 

In the, secret vanilla fortress,|swim to the door before Rezhor where tfjere 
are Bony Beetles. Jump|pn thein%ithou|s touching the ground, f^ep 
Ireading water while«^ey regenera|e. Repeat As long as you don’t'to|ch 
the f|)or (luit^eepewim'ming), yoOll earn thousapds ofvpoints^|id 
ions^uently 1-ups. ' 


TNUNDER SPIRITS 


SUPER OFF 



|99'Gc)ntlnues | 

""^Press button B rapidly ori^the title screen dhtil you hear a chime (i%ou 
ha\^ turbpifire, then u^i|. qpeagfi tone you her, one cfedit will be 
I aw^ded. Ws^ for the demo to finish to^be able to tf/'to get even rTi|)re‘ 


Iconic ues. 


Unliliited cor^inues f 

To cqritinue oh youi; own forever, select twq pla^r modei If you^ play bn 
yopr bw*^’ leave truck two aqd yop’W^lways oome*third or higher. 


TOP GEAR 


SUPER R-TYPE 


Rdsflwords 

prcF 


Level select . " 

Arthe title screen hold down thefR button and press ^ nlne times. You’ll 
here a tone. Start the game and then pause it^, Hold r and a together, and 
bress SELECT.Press upbr jx)WN to choosefour level. -Jl 

1 4 , . i . i 



South America 
Gernfi^y | 
France t 


SUPER SOCCER 


CHAMP 

SduAt: 

Wgd^AGE 
*^YLLION 
KEELSPN 




South America' 
Germ^y 
Franc^ . „ ^ 

UK 



dapan 

Scandinavia 

Italy 


.Japan 

Scandinavia 

Italy 


Speed-Up Mode ; ^ ^ 

Enter the player/skill selection screen apd press LEFT, RIGHJ,^J_EFT, 
UP, R button, A button. Vbu will hear “Bing6”'and then you will be able to 
chooSi^your options before the speeded-up acfcn starts. 

Bendy|shot^ 

Press^'B (yellow) to-begin ybur run up. Press the direct|)n you want to 
shoot to aijhi the ball. Now press L then R the L to^curl to theJq/t and $ 
then L then R again to purl to the right, fbu mi 4 §t press fhe left arid rigf^ 
butfons before the player kickbthe balLfor thl^ to work. 


TURTLES 4: TURTLES IN TIME 


Bos$ Select I '■ % 

On Ihe title screen, use cdhtrofjer two and press Up^ Up, Up^ Down, 
Down, llt)wn,|fe, A and B. Ydu witf h^ a chimb, now start the game, 
ctipose your kjrtle 'ahcNa menu will airrive showing all 11 bosses. Vbu 
carf goctp^ny one. Ydu wil hbve 16 hit points ahd three turtles for eaqh 

figh^f 'I ^ 


SUPER STAR WARS 


WINGS 2 


99 Lives \ , / 

Ip preparation for the mega soliitionTn the next|ssua ^ 

Get tp^he Sahd People on level fi^e aild keep moving untiiiyGyj^ reach 
the second section of platforms where ybu have to clear a gap. fnltead 
6f atfempting'4he jumps, drop-down the fac^ of tfif Cliff aihd ycaj vfilf 
reach a ledge with a cave and plehty^^ o^ 1-Ups to complete the ga|he 
with. \ f 


Special Codes 

Staip on the first levif ofjhe game and press Y, B, X, A simtiltaheously. 
Now press, the Start button. You will now be shown a ^ound’test screerr: 
Press Start to go back. If you return to the sound test, thb’wor^ un|er 
the sound test will have changed. If you'keep doing this, the gameiWill 
give you the codes for various effects. To aptiJate the cheats, turn|the 
power off Of the Super NES (not the reset switch) andflnput the code on 
t.b§ title screen. If you^,4^^ put it inlcorrectty^^ou will hear a Jbwa noise. 
Herbare the codeb: ■ ^ ' c..,. 

5 Continues . f X, B, B, A, Y 

Light Saber > Y Y..X, X, A, B, X, A | ^ L 


^Antique Radar 

f Go to the title screen and hold dbwn the top L and R buttons at the 
r sarrre time. With both these pressed, hold Up and p|-bss St^rt. Now you 
willtiave'Bf n^all raftlar op ydlif bi;plane to spot the ene'mies With. 



Rcmernber, if you wattit t6 be part of Britain’s only 
d^dic^edPNintendo tip§ maigazine„^end your ^ckloads of 
ifedlutilns, hinis and cheats to us at Super )^, Paragon 
Publishing, 124 Old CKHstchurch Road, Bournemputh^ 
.Porset, BH1 INF. EveTy issue your prized cheats will be 
added4o this comprehensive Busters A to the best 
^ will win a free g^me. 
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ij When you comS% 3 rossJhe faJNng drop |:law s, crouch next landirig 

Lposition and puncft rep^edly. Each ^fop" cla\^that you destroy“t«ill tufri^ 
into a|Vieart, weapon bonB>»en^ points bOQUSt Three n(|rmally drop one'-u 
after the other and thep there will be aj|light ^use, sO|.,roah in,-and grab 
■,tt 3 fjp 6 t before .^tift-nin^to the crouching'positign. ^ 5 -. 


BAHLETOADS 


ADVENTURE ISLAND 2 


I -f J ^ m 

Island select | , 

To sfert off o^ahy island, prfss the following on the title screen: RIGHJ 

LEFT, tEF? , A, B, 



> J 


ADVENTURES OF LINK 




ADVENTURES OF LOLO 2 


Extra levels 

For a greater challenge, enterany P^ 
&fv] * ^ 


1# 


screen: proa, pj 




ROClPROD. 


bodes at the password 




AIRWOLF 


"ExtrJlives - 

Look out fp(-, 4 he gold plates -;s,bopt ope down and you .will get ^ extte 
life. They don’t appear often, s 6 lo keep'your eyes well 6 t|j truly pdeled.. 


AMERICAN GLADIATORS 



The Final Guardian f 

When fighting shadow, move,to the left hand side oTWie screen and 
continuously press thO B , button. Yobr shadow may hit you once or twice, but 
^ou ^ould land many more strikes during that time. 

Swftrd skills I 

To cftscover the art of the upward attack, go to Darunia and use the jump sgeH^ 
to leap up to the hOgse with aichimney. brop down this and go rigljjt to find tie f 
-warrior vyho will teacb-you the skills. The downward attackfpOnd in Mi|o 
towK, Use the jump spell to reach the opeh 'door at the'top of thetehurch, ahd 
‘ go trtrOugh to find the man in the know. 1 “' 


Letniskip 1 , % 

“'Oh lli^el one, Jbere is warp z^e at the top of th# fit§| rock. Ju^waik on^pp 
there aftlhyoiivyill ^e a Meg!" Warp §creen. The secSfid warpijs on-theiip- 
Type-like shoot-%m.:up bit, the third le\^l. It’g on tpe second half at' the bottom. 
Watc^ out, though, be^ause%;s right t»fore the.barrier, go you really h^e tP , 
hopq.ybu get ihe right one. Thiiast prie is on thg sebon^ gtage of level six. 

"'Rifte thie dragon ”■ | I ;• 

Ydu barv= 9 et Pn theidragon ^at yqlu encounter duifig thp^fter halfo|levei. 
pne. Take th&^k%wordfr0m th| tooiworker by beatinghirffup. Not usel 
|he sjword to kill the'dragon? Nowiie o^the dragon and press a, and '^u’ll 
pbe able to ride it. You can now,coniol the dragon using b for breathing 
fire^llsandcontinualiy pressing A to’fly. ; 

. i m-.. - 4-^1^ 

ExtftNjyes ( s 

On the'tftfe serein pdSh ipwN'on tiig joypad and presStc* 6 j^S']^RT^'tt?u 
will hear an explosion, and when yc^ start wu will have six hearts jp^ead 

iniB mode. 



of three. You can also dd this bn th^copti 

‘. 4 ^ r 


BIONIC COMMANDO 


■-Easy way out T V ■* ' 

% you enter a gactioPThat y(|i do A wi^ to play or cannot con|noe in, pres^ 
the A and* ll|utton^simultan4pusly%nd ybu’ll return tpthe flfapfScreen. , 


BLUE SHADOW 


PowerstiPt f 

For a devasl|tiiig' lightiiing;^ hold the §g button dom) tor a few 
'%ec(^ds, ypu v\«ll release a bolt whi 0 will subseguently stri^ most bf 
the |nemies orfecreen. The only problem is thaM will use up afout half of 
yourener^, so use it sparingly' ■ 


BOULDER DASH 


Password 
Level 2 - 
tevel 3 - 
lipvel 4 *”■' 


A, B, AjiA, A, A, B, B 
A, B, A, A, B, A, A,^ 
A, B, A, B, B,B, B,B 


Pass^ordl • " i 

Iter the following codeg tor the requifed world? 

»40137 -Sand world 
2^5378 -*felic world 


■ft?' 


635870 -Ice world' 
84096 7,-r^e^ WC^Id 


f 


0 ^- volcano v\^rld 

I 




BAD DUDES 


BUBBLE BOBBLE 


Extra lives 

For 64 Bad Dudes, enter the following button sequence with the second 
controller on the title screen: b, a,'’'up, powN, ui* down. Use the firS't 


'■r 


stage select 

To be able 
selection screen 


Cl 

tersefect Sny spge in the gartie, enter 'DD 5 £i 4 n the password 


MAI^CH'l 993 Sure 


J.- 













BUCKY O'HARE 


Passwords 

Deadeye Duck 
Willy 
Blinky 
Final Stage 
Final Stage2 


67KIJ 

M7Lak 

M7KZ3 

MPW2L 

MPL65 


BURAI FIGHTER 


CAPTAIN PLANET 


Passwords 

Use any of the codes here to get to later stages in the game; 
763754-level 1-2 786565 - leveli3-2 I 

955783 -level 2-1 920272 -level 4-1 

6375H-level2-2 799274-level 4-2 

i 4'8574 - level 3-1 344554 - level 5-1, 


CAPTAIN SKYHAWK 


CASTLEVANIA 


CASTLEVANIA 3 


COBRA TRIANGLE 


Extra Lives 

Enter “Help Me” on the name sc^reen anci you’ll start with ten extrs^ lives* 


CRACK OUT 


Passwords 

Enter the following to get to later stages: 


'*feoBCZ2.cw5io$-stage4-10 j 
NOBC z 3 .‘CWKi-O'l - Stage 4-11 ,•' 

End-of-game password ^ 

Enter the password merry ^riiItmas into the computer at the end of 
the game. 


DOUBLE DRAGON 


Start with full weapons 

To start the game with a full complement of weapons, enter ltbb on fhe 
password screen. 


Defeating Willy 

To defeat the end-of-game guardian, evade him until he starts firing. 
When he starts shooting, position yourself just above or below him,^and 
move In with a jump-kick. Repeat the manoeuvre. 


DOUBLE DRAGON 2 


Extra lives 

If you are playing alone, select the 2 Player Game B mode and beat up 
the other character. Each time you kill the other character, yoLi will be 
rewarded with an extra life. 

Continue mode: Press the following combinations to continue the game 

at the end of the relevant stage (use the second controller for entering the 

very last cheat): /i 

ijp, d|wn, B-stages1to3 

UP/' ipwN, LEFTrRiGHT, B, A, A -Stages 4 to 6 

A, A.f B, b ; DOWN, UP, RiGi|r, LEFT - Stages 7 to 9 




Safety zone 

While flying through a level with mines, go the the side of the landscape, 
and you’ll be safe from their attacks. 





The elevator 

Take the following exits from the elevators to get to Singe: 
After the hallway - second exit 
After the mines - third exit 
After the reaper - first exit 


Defeating Dracula 

To kill the first incarnation of Dracula, kneel on the platform on the right 
hand side and whip him in the head. When he dies, he will change shape 
- go to the left hand side and use your whip in conjunction with any 
weapon that you may have (the holy water and boomerang are best). 


DUCK TALES 


Extra power-ups 

On the first level collect all of the power-up pods that you can. Use them to increase 
your speed and missiles. Ensure you collect the extra life near the beginning. Let 
the time run out, and repeat the manoeuvre - as long as you keep collecting the ^1- 
up, you won’t lose any lives and you’ll be able to build up your powers. 


Infinite lives 

Go to the African mines and you will be instantly transported to 
Transylvania. Find the two exXra lives. One is found by going right, 
up the first rope, right to the next rope and up, and it is in the chest 
pn the top right. The second is one screen down and to the right of 
the section where you ride in the mine train. Return to the mirror 
near the beginning of the stage, jump over the chest (so that you 
donT collect the key), and then return to the African Mines to repeat 
the procedure. 

Bonus stage 

If the 10,000 digit of your score is 7 (the fifth digit from the right) when you 
accept a lift back to Duckberg with Launchpad, you will stop off at a bonus 
stage on the way. 


THE EMPIRE STRIKES BACK 


Full Force Powers 

Press start while playing to call up your force powers, then hold 
right on the controller (you must do this throughout), then press 
Select, Start, A, B, together then press B, B, Start, A, B, Start, B, 
B, Start. 
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GRADIUS 


FAXANADU 


GREMLINS 2 


GAUNTLET 2 


Extra options 

%iter yqur name as 
Other boniises. 


Q to receive,linvTncibiiity, ur|limited gold and 


Full weapons 4. i 

Pause'the game, and push up, D6w,^DofN, left, right, left, 
% S^artI This will give you missiles, options and shield, but 
you can only uise It once per game. 1 




Password ^ 

For list about every conceivable item ypu colld imagine, enter the 
following code: , 

Jc8f|cv?|Tws4zGZphMIQhCEA 4. 


Stage codes 

No rrratter what stage you want to get to, there’s a code for it: 


BVKH - level 1-2 
DXNH - level 2-1 
€GMV^- level 2-2 
NJD| -level 3-1 

4 1 


ZFpJ - level 3-2 
SH^c - level 4-1 
VLBg - level;4-2 
NXRu - level 5-1 


Extra iTloney 

To get an extra l|00 gold pieces at the start of the game, NHsiJ theKing to 
get theTirst lot of nioney, spend it all so that yoiir money level is zero, then 
go back to the l^tng.and he will find an ey^tra 1506 gold pieOes for you. 


Continue mode 

As soon as your last ship iS destroyed, press i^wn, up, b, a, b, a, b, a, b, 
A on controller one. You’ll need to be on stage two or higher, and you’l 
also have to enter the code quickly. 


t 


Exits".. ■ A. :l 

to turn ^11 of the walls into exits simply stand completely still for two To 
three hfiinutes^ first the doors will disappear, then the walls thOmselves^ 


GUN*NAC 


GHOSTS 'N GOBLINS 


Levei Select 

On the title screen, enter the Config.Sys mode and set the sound test to 
05; Now you can go to any area in the game. 


Levet select ^ 

To start bn any level, hold R^pHT, prebl b three times, release press and ' 
release i|p, then b three times, press and release lef^, press ^three times, 
press and release Dcltasf, and then b three rtiore times, finally press start." 


GOAL 




GTXAR^, g- 

GZHIKOIK - ^mi finals, England vs Brazil 

^l?TXpEZ| ^ 

-- GaHiKUim- final, England vs USSR 




Special passwords 

Following are a ntimber of special passwords and their effect: 
GTROY ALL MONSTERS - to fight all #ie monsters 
ONSTER 0 - to fight monster zero 
START tq^watch the;end sequence 

' i - 


1 


GOONIES 2 


GUNSMOKE 


Unlimited ammo I 

On the title screen, press right, right, rtg|t, aELEpT, 

seSect^, select^ select, right, rtcht and then begin the gaitie. 
You’ll be given a machine gun With plenty of ammo to help you rid the 
townships of pesky bandits. 


Passwords | 

Use these codes to play in the various matches leadihl up to the semi 
finals and finals: 


GUNSMOKE 2 


Extra weapon 

To get a machine gUfi and 100 bullets, press A, A, A, A, right, and right. 


THE HUNT FOR RED OCTOBER 


Subpower-up 

To power-up your sub during the game, pause the game and then press a, 

B, SgUfiOT, A,|B^iBELE^, A,“^’ SELeA?, A, B, SEJjEC^ A,^ B, SELEC'^^ Af 

You cah only use this once per game, so use it Wisely. > 

Jump levels 

Another cheat which you Can only employ ortce per game is this level 
skipping one. Pause the game and press a, b, select, RJGHT, LEPf , 

LEFT, ^LE^T, B;, B, A. . “ 


IKARI WARRIORS 


Password 

For all Goonies and necessary equipment, enter the following password: . 

"!4i 40" "KOi^ Extra continues 

To continue when you haye lost all of your lives, press a, b, b, a before 
Extra equipement code Game Over comes up. 

8ugNY4wT!NUU! 
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Leyel setefct y- . ^ 

Off tfie title screen,* p«!gs up, do' 

DOvA, RI ATje«fCHT, LEFT, A UP, 
wr;^, DOWN, A, rijht,1ef' 

I V \ 


IRONSWORD 



A, ^#LEf' 
EFT, ai^ig: 
nd finely 


RICjRTt^® m A, 
B,J,,JiW^IGHT, A, 

ry%ickly. Use A#nd 


IGHT, B, A anc^START for SOJives and four aSntinues. 


I 


LiniE NEMO 


I Extra lives f 

If you have l^ss tha^4wo e^dia liv^s reperc^d in your passw(> 


If you have less thaf4 
fifth c|aracteltd an 4 




oW, aKer|^ 

C r" I 


stage select i | 4 \ 

On the ti^e screen, p^ss the^foHoWing buttons: i:|P, 

LEFT, A, X, b.|dREASVI SELECT will appeal! so^ut fie 

ar^iw next to that, press the A button once for^ac| stag§ that 
' you wtsh to skipftSnce you have decided the number^ press the 
STXgT button. I 


ISOLATED WARRIOR 


LOW 6 MAN 


Level codes 

Usejthe follQ|/ir^ cofes to 
defn^ding 

59^f- levfl 0 - level 3 

070^ level 4 582 6 - level " 




■ level 6 

t 


„i 


'tSfogress furthey into 

J * 


) - J 


is infuriatingly 


Get 4o IMter levels in this massive,^tougTi game by using the following 

todes: 

MICH -level ’I 

FLi^-level^ 

)-levers A 


I 

\ 



JACKIE CHAN'S ACTION RUNG FU 


Level Select and contih|jes ” ' ; ^ I 

Allow Jackie tof|loseall o|his.ene4iy ancl^wfiin the title screen reappears 
after the gameijs over, press up, down, do™, up, b, ^and 
TART^hen D^ss tl^e Rjiatt6n on the second ODntrdller^j^ nambfr will 
eartwhicn yet ♦ . -r- 


ppeai 
el y 
nd y( 


y< 

wish t( 
i^ill ^ 



pt. Finally, press Sxn th 
itfhats.^ 


buttons ^ to ^ael^fct the 
icohd corirdler .again 


KABUKI QUANTUM FIGHTER 



itog ai 
button; 


ilWMev 

D trfn: 

I 


TT 




svel guardian,'pau^ the, 

isr' 


^arfie tKin use 


>lfe!*«e|jip points tci you ^ energy^ fevel or 


^Secret Stagep " 

Enter the follo|/ing for "two new stages. 
Train I | AMAN 

Hovercraft | - NAKA 


MANIAC MANSION 


Calling the*p^ce 

To call the MpteorPolic^, use Bernhard to get the tube from-t|je radio 
fn the living room, and then put it into tR% socket of the racBo in Dr 
Frerfs room, Call the frequency written on th^ wafited poster with the 
Radid. ' A;, ; - 4 " % 


:h^ strip pf 
lypad”!^ 


Desfroyliig thf nfMinsid^ 

Go up thfe through the sebuLfjy door and go |b thi 

S aper harming dd^H. Lo^ for e k|ypS|l apd select “Use 
fer^^mes up and shortl^%fter the mansion explodes. 


THE LAST NINJA 


MARBLE MADNESS 


Invincibility ^ 

Just go to the passwofti screen and ule all H’^^xcept for the fourth to J 
vyhich^hCftrtd!|)e 0. 1 A \ ^ 


f Iktra time 


I a tweplayer game wheii pla^ng ^lo, tt|en flni^ theilevel and you I 

-fest I will t|en.be ^nted#xtra time in thd nex^tagai '■ 


I 


LEGEND OF ZELDA 


Secofldimest | 

Tb^ ^le tO^tart on the more challei^fting seci 
' youpname o| the inftfi^l^creen. 1 


hi 


MEGA MAN 


quest, enipr zelda as 

^ I 


Lig|itning fick / 

Tojncrease the darnigepaused by a lightning shot, repeat^ly pressThe 
pgajse buybn as soon as the beam connects - each iime that v^CT 


buy on 

unpause tbe game, another hit wilt register. 


I 


|me |iat | 


vpcr^<; 


LIFE FORCE 


MEGA MAN 2 


X 


Stf«n a liff f 1 ^ 

Tofefeal a|ife on^a^o pEyrw^^me, press Aend b Sknultah^usly. 

i iv,, y 

,^Extra lives and dontin^es^ ^ ^ > 

Op the title screen, pressjup, UP,j|)OWN, 


Password 

To get to Dr WH^enter thd|ollewing|pode: 

. C5 D1 E# E3 E5/’ 


f 46 


1 ^ 



1 > f- 


Super 


























MEGA MAN 3 


^sswqrd 

To geMkibe la|t boss, enter the following on the'passlA/ord screen (you 
fray not autom#ically appear at the desirod location; if(lhat’$ the pase, let 
yours^f be-killqd and then continue as normal to reach fre last of the 
areas): __ l'\ 

11611 

.Jtiiii mil 

11116i 

\ 




Extra Weapons 

Enter your narqe as justin bailey to become a* woman with extra 
weai^ons.1 


Super Jump 

To jump realif high without the Ruqhcoil, hc^d Right on the second 
controller, then jump'Ss usual j^ittTthe A button, making Mega Mari fly Into 
theai| " , 


MIKE TYSON'S PUNCH-OUT 


PasfrATords 

Ento^ any of the codes below to get to the section of your^choice (for 
the last password to work you mU§t4;|ressfeEL£.ct, A and^B 
simtiitgneously): 

0 0 5^ 5423 - WVBA rfSjnor chanfr ^ 

80J 3454 -VyVBA m^or champ f 

26% 853. 7538 -world circuit bout , 

5963 - versus Tyspn*^' f > 

4680 - anothefYvorld circui!; 
r- . i % 


26% 853 
«07f573^ 
^35^92 




MISSION IMPOSSIBLE 




Level {passwords 

Here are the cocfes loV later levels: 

HMPR - level 2';''kMVW - level ^^DGJ level 4 
Tyj ^-ievel 4 qb^ z - level’6 


I 


THE NEW ZEALAND STORY 


01507 - fourth match 
f72l07 - sixth match 
407 -r eighth match 
020>4.tenth rhatch 
l28oy- finals ’ 




^07 - fjfth match 
307 w |eventh|natch 



PROBOTECTOR 


Extrai lives 


To get 30 extra'lives, press up, up, do’ 


screen. 


L. 



A, 


'^RT on the title 


POWER BLADE 




Passwords 

Get to the stage of your choice with t^ese codes: 
B2712209 -staged 


€84 

J23 


12F - Stage 4 
K - stage 6 


X i... 


vith these c 
G3784®2 - Stage 3 
vaBJ3 9^4 - Stage-5 
" g J - stage 7 




THE PUNISHER 


25 bazookas 

At the start of the game on the wa,nted poster screen, enter the 
following code using the cursor pad of the second controller and |he 
A and B buttons on the other on^. Press as follows: A, B, Up,^Pp, 
Left, Down, A, then press A to start the game. If you enter itqorrJcJly 

^itn 


a noise will sound and you will be given 25 bazookas, eaahiwitr 


twenty five rounds. 




^Continue 

To continue ortfre same tr^k ycliJ welfe previously racing ori^? 
start; simultaneously I I 


and^, 


; Stage select ^ ^ 1 

To Sioose any level, select your dar and then oi^^he ddmo screen 
press the b button to increase thq tachofreter by two lights, ^aoh 
time^you press the button the level selebted increase^ bf"Sne.. 
Once you’ve decided oh^^pur ctourse, hold up^nd ^Gux^d 
press^^and^TAltT. ^ \ 


Warp to aSSextIq Wfe J t ^ i 

' Just as in the ^'cade version, there are two warps in this game. The 
firsLcan bq found on Idvel 1-2. Jump up to tl1i| second platform from 
the stdlft, face left and fire ynlifthe warp appeafe. Jump |ito it, take the , 

nwarp oh the right, continue right on the new screen and grab the extray 
life. The secon(|? fs1bur^ 01^1-3. After you’ve been through the watefc 
near the end, jump to the top platform and shoptlo the right. After , 
youVe%ntpre4 the warpi press left to land on Ihe middle platform, 
shoot^iight to rpvealthe warp and you will reach a ropm with two more 
extra Ijvesr | f . 1 



Passwords ^ ^ . 

On1he tifle screen, [Jfess A eight times and B eigbt-fime%to get e 
passv^rd screen. Now'enter any of the following to readh various parts of 
the glme. ' , I 




NINTENDO WORLD CUP 



Passwoi4ja # 

Codes for;|Bvery possible match follow: 

4 0 3 07 - second match 3 0 7^^ - third match 


infinite continues 


When your continues h|ye been used up, you can'still carr^op by 
‘pressing a, BTs^ECt and start on the title scrfeen. . # ^ 
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ROCKIN' CATS 


Recharge Energy 

Pause the game, hold Down, A, B, then press Start to rechargp your enei^y. 
You can use this cheat as often as you like throughout the garrfe. 

Channel Select 

Pause the game, then presf A three times to allow you to return to,the 
channel select screen at anyjtime during the game. 


ROCKMAN 4 


Extra energy 

Go left on the first stage of Doctor Ko^ck and you’ll find there’s a hidden 
energy can that you’d normally miss. ^ 

Controlled bombs 

Rockman cari explode drill bombs whenever and wherever he likes. Firstly, 
discharge a bomb as usual, then press button B.when you wish to explode it. 


SKATE OR DIE 2 


stage Select 

Start the game with two controllers and press Start, A, Select and B on 
controller two. flow push Right to go to the Mall, left for the Beach or Up 
for the Planet level. 


SNAKE RAniE AND ROLL 


Warp to world s 

Try to reach the end of the first level within four seconds. If you make it, 
you’ll come across a rocket which will allow you to warp to level eight. 

Extra Continue 

Make sure you are hit by the last yellow anvil on Level fotjr and you must 
be standing on the square in front of the scales whOn it rtts you. 


SOLAR JETMAN 


Extra lives 

On the password screen, enter every letter as q. You will start off In a 
bonus cyberzone with ten extra lives. 


SOLSTICE 


Infinite lives and magic . 

During the game, get the sub-screen up with theiSELSet button. Presfe b, 

START, START, B, B, STAR'l', STAR':^ B, B, S#ART, START, START, B, 

start,"b, B;kb, st^5^,,^art, start, b, S'^art, b, start, sf art, B, 
START, TART, B, B, staR^, b and START. If you’ve done it correctly the 
screen will iflash and, the next time you look at the sub-screen, your lives 
will be at maximum and altiof the potions will be full. 


STAR TREK 


Passwords 

Masaba 


Lekythos 
Romulart 
^hroud 5 
iJbtfa V 


P?RV-jRZH LAQD 
KA55 R?XC LA4D 
J!3L RZX7 M?BD 
JH1LJXX3K|DD 


STAR WARS 


Unlimited lives 

In Obi-Wan Kenobi’s cave you will find two extra lives hidden 
behind a secret wall. To find them, go right from the start of the 
cave" section, drop down to a long platform near the end of the 
level, go left to th^ wall, fafll to the platform on the right, and ther|fall 
down to thie Jong: platform directly below. On thef left you will see a 
small platform - jump from this into the wall, and ybu’ll find that you 
can walk through the wall to two extra lives. Leave the cavern and 
repeat the manoeuvre until you have nine extra lives. It’s really that 
easy. 


SUPER MARIO BROS 


Warp to world 8 

In level 4-2, find the ipyisible blocks just after the first lift by jumping up 
and down. Use these invisible blocks to punch the otherwise 
unreachable block. The punched block will reveal a rriost useful vine 
which, upon climbing, leads to a bonus level and the wonderful warp, 
that easy. 

Continue 

To continue on the last world that you were on, you just 
need to hold a and press Start while you are on the title 
screen. 


SUPER MARIO BROS 2 


R6XW MLFT ?6XD 


Warp from wo|ild1-3 

At the end of the first section of world 1-3, drop a potion next to 
the large plant pof,t go in the door and down the pot to warp tp 
world 4. 

Warp from world 3-1 

When you reach the waterfall, fall into it and land on the platform at 
the bottom.|Go through the door, head right, pick up the potion 
from under one of the plants^,drop it by the pot, go in the door and 
down the pot to world 5. ^ 

Warp fiom world 4^ 

On the whale sectibn, run to the right, pick up the potion, and continue 
until you rfaph the flower pot. Work your Way arpuhd to it, drop the 
potion, do what’s required and head off to world 6. 

Warp from world 5-3 ^ 

You’ll need Luigi to be able to make it to this warp. After climbing 
the ladder into the level, super leap to the top platform, and use the 
potion to go in the warp door and down the pot. This leads to world 
7. 

Wdrp whistles 

The first warp whistle islon world 1-3. Go to the white block 
sujrounded by four other coloured bljlcks, then crouch 
down for five seconds on top of it. You will fall through 
behind the background - run to the right and you’ll 
eventually reach a house. Toad will give you the first 
whistle. The second ^is In the first world’s fortress. At the 
end of the first section, fly up to the roof, get on top and run 
to the right. When you stop, press ’UP t- you will then enter 
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a door leading to the^ second whistle. To get to worl(| 8, 
blow one Whistle to gfet to the warp section, then biQW it 
again once there to get to the final stage. 


SUPER MARIO BROS 3 


Extra Lives. 

At the end of a stage, do a super run into the black area, when the 
whistle blows hit the card and you will get a star, Keep repeating this to 
get extra lives and points. 

27 "Rowings . 

Complete the^game and press UP, UP, DOWN, LEFT, RIGHT, 
LEFT RIGHT S, B, START This will give you 27 “P” WingS;to use 
at will. 


ALLEYWAY 


TEENAGE MUTANT NINJA TURTLES 2 


TETRIS 


TOM & JERRY 


TOTALLY RAD 


Extra lives , 

Get to the first green soldier and position yourself so that a massive 
number of troops come orlscreen. Now hold down the fire button and get 
slaying. You will receive an extra life - up to a maximum of 13 - for every 
100 men. 


BUBBLE BOBBLE 


Codes 

Here are the codes for 
adventure: 

' BGL3 - level 96 
VLLD- level 97 
level 98 
IkLLDt- Iever99 
RGLD- level 100 


levels to this classic platform action 


Tag team cheat 

Press select and B in the Tag Team and Survivor series mode. Now 
your partner will run around the outside of the ring andibeatup your 
opponents partneh who is also outside the ring. 


BURAI FIGHTER DELUXE 


Passwords 


Extra lives and level select 

To begin with ten lives and have the option to choose the start level, press 
the following when on the title screen: b, a, B,fv, Ijp, igpwN, b, a, left, 

piGHi‘,.B, A, SfART. 


99 Mice 

When the screen with the drawing of Tom and Jerry oa4the 
second title screen) appears, then press the following to start the 
game with 99 mice: Right, Rigtyt Left|^ hjp. 
It, pow^, B, A, Sei^ect, then press Start twiibe. 


BOMBER MAN 

Codes 

Tholbkmihl 

HKEPPHIDJC 
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Instant completion 

Hold down a, b and .select in B Mode Games as one of the shapes 
falls. When the shape stops, you vyill have magically completed the 
game. 


Faster game 

To add 10 levels to the one you’ve selected, press a 
START simultaneously when the cursor" is in 
place. 


Level Select 

Wheh the title music ends, press Dokp, b, press them all 
five times. You should now hear musical tones. After the fi 
start will start you on level one, after the 
two and so on. 


Surviving level five 

To successfully negotiate the first section of level five (the wall¬ 
climbing part) continuously press A to jump up, then ^up to cling 
back on to the wall, then a again and so on. This way, Spidey will 
leap up the wall and be able to avoid all of the enemies who try to 
attack him with ease. 


BAmE UNIT ZEOTH 
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WWF WRESTLEMANIA CHALLENGE 


Bat Speed-Up 

To speed your bat up, hold down A. 


THE AMAZING SPIDER-MAN 
















Following^re all the level codes you’ll ^er ndeii tp com^te this oiassfve game: 


Eagle 

HGKM - level 2 
CPFG - level 3 
j^CM - level 4 
level 5 


Albatrc^s \ 

HdNC = !ever2 

BMMB - 
dg^t ievel 4 
level 5 


l^ce 


# 


level 2 


MHCB - level 3 
CDMN - l^el 4 
i^PG —l#el 5 


Ultimate ^ 
GDCE^Ie^l 
level 
CCHL^ level 
HpKP^Ievel 
BNCM - level 


Select, Jtart; A ind B and the game will reset. 


^ K DYNABLASTER 

O 


Passwords 

Eijjter the following code to go to Faria: 


,1 ^ 


Password ^ 

Enter this password for 10l^ livea|: hgdm 




f I 


BURGER TIME DELUXE 


ELEVATOR ACTION 


Level codes 

2-t 


3- 1 

4- 1 

5- 1 

6 - 1 


EEHB 

HBBP 

PEEP 

TTPB 

PTTH 


M 


% Items 4 I 

I Theiitefns giVep td'you from the '? docfe are selected by the third digit 
' froni the ^ of your score. Jhe ^chart beloW shovvs the item you will 
receive. % ^..4' 


DI 9 IT ITEj|/l 


CASTLEVANIA 


oj 

2 , 3 
6, 7 : 

8 , 9 


Shotgun 
Machine Gun 
pistol 
Grenade 
Heajrt 


Extra lives 

Don’t destroy the first candle in stage 1, but do*whip all subsequent ones 
and the eleventh will reward you with an.extfa life. 


FOOTBALL INTERNATIONAL 


Bonus Stage 

On stage one, keep climbing one of the^last-rof^s despite the fact that 
there’s a ceiling in your way - you’ll comdio a potps room. 


Scoring 

When you’e |lirectly in line with the edge of the six yard box and just 
inside the penalty area, shoot, to the opposite corner -^Ipvariabl^^ you’ll 
score,' ’'" 4 . " 4 


CASTLEVANIA 2 


FORTRESS OF FEAR 


Extra Lives 

Enter two candles then two hearts as ycJur ^sswPrd apd you will have 
nine extra lives. ‘ 


Extra lives 


Passwords 

Crystal Castle - blan^, candle, hBab:t, HfiAitT 

Rock Castle - CANDLE, heart, heart, crystal BAtiL 

Plant Castle - candle, heart, crys|al ball|crystal ball 

Cloud Castle- heart, heart, CRYStIl BALL„;iLANK 

Final ShowdPwn - BAiiL, heart, candle, heart 


You will first iieed to score enough points to get oh the|itle socpen. Then 
enter your name as WW. In the next game that you start, youll have six 


■ your 
extra lives! 


GARGOYLE'S QUEST 


CHOPLIFTER 2 


Last area password %, 

Go straight to the very last area by entering 
password. > | ■ 



Passwords 

Use these Codes to any section of the.game: 


GNOSTBUSTERS 2 


SKYHPPR - Stage 
CHPLFTR - Stage 2-«1 
RQHTHife r Stage 2-3 
TI^HRDR -4stage 3-2 
Gi^TRWZ -t Stage 4-1 
VRYHPPYi- stage 4-3 


LKY^^?p^^^tage 1-3 
BYj4FV;£-itage 2-2 
•boGiPLY “ stage 3-t 
SPRYSKS^ stage 3-3 
CHPYBYS - Stage 4-2 
[BYQZD - Stage 5-1 




Guardian strategies 

\%o ya gonna caH? Why, us, of course!- vyhen fighting thd end-of-level 
guardians, try to position the trap buster in front of yoli since it is 
invincible and can stop their attacks, leaving you to c6ricenlrate|Dn 
shooting them. 







DR MARIO 


GO! GO! TANK 


Quick Reset t . > 

A quick resetinstead of pressing the button on the control deck 


ress 


Invincibiiity s 

On the title serpen, presstEFT, u% RiGflT,4iP, left, l^t, up, i^ght, 
UP, LEFT, UP, RIGHT, sijRrt to become invincible. 
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GOLF 


OPERATION C 


HakeA.'”' J 4 ""I f / I, I . ^^... 

IJJvoutjjlay a bad shot, press a, b, SELEJ^andteTAOT before the ball ^.On the titMlscrden pres^Op four time^down four times, left four times 
cofoea to a st|p. This wiii reset the game, yet - thanks|o the Game |and also right foiif ttmesipoildw that with A, B and finally Start to begin ., 
Pak’s battery -'when yop' restart, you’ll jbegin on the shot that you just tFe game with ten lives. ‘ ^ 

Jjlayed. '“•'-’■s.* I, — | 5 . 




THE HUNT FOR RED OCTOBER 


MERCENARY FORCE 


Stage select 

*--4)n tljB title screen,'preiSi^ leIt, bJselect, left, ri 



l>.4^vel^elect and exifa hioney^ 

On the title^creen, press u^, | andfe sirhultaneously, then press 

the' ^'AREputtc^. You will then have^0S)P0 yen|o spend. Once you have 
i SEL^T arid START. Use^F'lland rAht to sel^^t the level and start to^‘ ohos|n th^ chafecters that you want to tafe on the adventure, the stage 
1 tJOSif- ^ ^ ^ £ I ^11 a^ear;^- quickl^lter It to the level that j^ou wapt and get 

• __ i rt i I. ^ ^ 1^ T .. ready forTfar easier fight! ' / 


HYPER LODE RUNNER 


Stage select ^ < 

Wheh yqu start the game and the initial score gfcreen appears*: |:|ress a or 
false or lower the stage pumber. You cSn^^only go up to stage 16 
this way; for a|ything else you need a password. 


NARC 


Extra Continues • / | ^ 

Before you sMrt ybgr ganie on4he title screen, press and hold Up, 
Selec^, A, B, then press -Start. When you die, you, will be given two 
continues, ' . 


KING OF THE ZOO 


4 -. 


Stage ^lect r - , 

^ Whep Obbosing ydur chara|ter, movb the cursor to tHb desired animll^ 


NEMESIS 


-/*hold LEgr and b, and then press a to make^the round mincer appea^. 
UsJrtjie UP and Dovii buttons to alter It and then use the sta%’ button to 
'begii^ 


KIRBY'S DREAMLAND 


Extra power-ups * | ^ 

For additimal speed and, a force ffelcf pause the game and press the 
buttops B, B^, A,*^A, ^ A, 4. Unpause to continue the game. 

-- f 

Extra weapons | - 

for cimplete weapons, pause^itee ga^e and press u|pap, down, down, 

LEFT^IGHT, LEFT,^,^iKr, B, A, STAkT. * 

I — ^ t t ? ' 


■ T 


Extra energy ^ 

Qn th^title screen, press Down, Seleci,and B simultaneously. 

Change Diffic^ufty 

Also press tbe following buttons on the title screen to access the 
more d|fficM]t extra game. Press: Up, Select and A 
sjmultaneousfy. __ \ 


NINTENDO WORLD CUP 


LOCK 'N CHASE 


Stage Select L ^ \ | 4 : 

Prdss f, A, a, b, a, b^ b on the title i^reen to .reach all new 
^^^stages!^ ■;> 


Follov^g are‘all the codes forthe various matcles^you can play: 
f244f - England ysctepan T - |i3345 - England vs France 
53045 - England vs USSR % 634 5 - England vs Spain ' t 

1724 ^ Engl#id vs USA ^ 4 2 9 4 5 - England ^ Mexico 

; - Englar}d vs Holland ^ 5134^- England vs Brazil 

911^ - E|iglar^ vs Italy 0 ^^^- s^l England vs Argentina 

oTSj| - filial England vs Germany'" ^ ^ 

r"' -I I 

Supershots 

When p^ng as Epglanl, run^,,\A^th the ball for five steps^ribf then shoot ^ 
tirpe it jusrtight''^^ you’tf iet loose a supershot which is unstoppable. 


MEGA MAN 


PARODIUS 


Battling Dr Wily _ _ | 

To go to Wily’s fortress , enter the following bade: 

f A2 A3 B4 C2 




^ Co des # ^ k"' 


’^lecmatT; a2, 4^ b3, of, 2 Iceman aJ: bTT t2,^ 
Lpireman fSr, 3, Cl, D2, _3^ . Gutman a?, 3, b%, c2, 3 
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Extra vyeapons y ' ^" | 

Pa'use the gamp, theii pre^ up , up , do^^- - i0m , l^t , right , 
]^FT, J^IGHT, ^B and A. This will giye you a whole set of extra weapons! 

Max Power-Ups 

When flying through space press ■ - 

Pause, than tiff, Up, Dow|, Down. Left, Right, Left, Right, B and then A 
tQ obtain ell of the power-u^' ' 
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PIT-FIGHTER 


Continues 

Upon being defeated, press down and a to continue. 


PIPE DREAM 


Passwords 

Enter the toileting codes to get yourselffurther into this frusti^ting puzzle 
^game: \ | • 

■HAt^’levet2 ■ level 3 

£^^_level4 , ^ED- level 5 

GROW -level 6 *' TALtr-level? 

YA|.i - level 8 


PRINCE OF PERSIA 


Final Level 

To reach ttie 13th tevel, entei 770'27514 on the password screen. 


ROGER RABBIT 


Level Codes 

Stage 2 - 
Stag^,3 - 
§tag04 - 
^tage^ - ' 
Stage 6 - 


DLT3QYBY 

GPLDMSRC 

MMCFGWXJ 

BGQTVKJP 

RTJBWN4f 


SIDE POCKET 


/ 


THE SIMPSONS 


SNOOPY'S MAGIC SHOW 


Passwords 

Following are oodes for variotfe later stages in the game: 
•^i^A - Stage 20 
TOOT - Stage 35 
BTND- Stage 40 
,^V5K2 -Stage50 
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SNOW BROS JR 


Level skip . 

At the title screen, hold down Op, and b. Then press s%rt and 

press UP or DOWN to select: your starting stage. 


SOCCERMANIA 


Transparency! r ^ 

Make your opponents invisible by pressing jjp, d(%n, , 

LE^, RIG^T, LEFiL lilGHT, B and A on the title Screen; ^ 




SOLOMON'S CLUB 


Passwords 

1-5 

RQJSJJJJ 



1-10 ^ 

RYSY?JJ? 



2-5 

JZ4JSJJJ 



2-10 - 

6ZYSYJJ? 


\ \ 

3-10 - 

XZZ7SY88 

■vi.--' 

4-10 - 

K3ZZY5Y8 





■ 


t 

j 


SPANKY'S QUEST 


Stage Select 

Enter D19 9, as your password and you’ll find a stage select'screen. , 




STAR TREK 


Trick shots 

Trick shof 1 - Tap up four times so that the indicator is, just touching the 
, first ball, then have one ‘fpllow’i and hit the ball at full strength. 


Trick^Shbt 2 c: . Simply hold right so that the indicator is perfectly straight 
then shoot at full speed. 


Codes 

Stage 1 - 0523-4 
Stage 2 -4262-0 
Stage 3 - 6841-2 
Stage 4 -3310-7 
Stage 5 -7057-3 
Stage 6 - 6046-2 










Trid< Shot 3 4 Aim directly at ball number 2 , draw back three times and hit 
the cue ball at full strength. 


SUPER MARIO LAND 


Bulfy-boy tacllcs 

To defeat the three tree-house bullies, fire the boomerang left, then jump 
over to the bully to the fight. He will turn around to face you, and the 
boomerang will hit him in th^ back serkJing him to the gmund below. 


Bypassing guardians 

If you are Super Mario when .fighting a guardian, simply run into the 
guardian - this will cause you to turn small, but as you are invincible for a 
few seconds you can jump to the lever and escape. 


Level select 

To be able to select any level, you need to first complete the game twice 
(no mean feat). You are then able to select the level from the title screen. 


Extra lives 

On stage 2-3, you’ll find MARIO spelt out in coins. Shortly afterithat, a 1- 
up heart will appear in the wall. Cdllect as many coins as possible, then 
grab the heart and let yourself be killed by the next enemy. You’ll start off 
just before the coin 3 - collect thehi all over again, as well as the heart, 
and repeat thefnanoeuvrd. Since 100 coins grants yoi^ ah extra life, your 
reserves will build up in no time! 


Bonuses 

On stage 1^3, on the third set of three blocks, jump up between the 
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second aMthird bricks anG|an? elevator will appear. Leap onto it, run Ight 
j pnce it’s carried'Vou up anqf^drpp down the pipe to a bonus screeb^ " ' 

- ^ * I ^ I , 

^ \eenagemutant hero Tiiimis 

Energy reptenidh '% 

If your turtle is low on ei^rg^'pause the^igame and press up,^’^p^^own, 
^yEFT, RIGHT, LEf%^iGHT, B^A and ^ART to join the action 
ag^. ^ou cpn oi|ly use this once per galirie. ^ L 

Booms game select ^ 

On the st^ge ^leot screen, ^i^ss a,^ and sele^ together, and k 
question rnai^ will appear on thp right hand side. Choose this and you cap 
-practice on the bonus garpes. ' 




f 


% 


^ TENNIS 




Winning serves f 

> - WhenJserving, throw’^the balL^to th^air, purposely miss it, and move | 

I under|f*'So that it goes through your head; you’ll win the point. 

\^L h 


TRACK MEET 


I 


TPasswords 

' S. Pastrami bhc^wvb 

^ J<.. Njnja ^ GXMBteJC 


I. B.' Gheetin tbi^nnqm 
JackStrop hht^srlr 


^ TURRICAN 


Invincibility ^ ^ 

following byttons the^itle screen and fie#/ord START v\|ll 
thelword CHEAT If you select ft, you will become rhvincible. 


the Toiiowing oyiions op me’ 
ybhani^ to thelword CHEAT If you 
The buttons are as follows: 


Line euieeii affu me wuiu oiMni v>^ii 

select ft, you will b^ome invincible. 

I ne Duttons are as Toiiows: / 

A, B, B, A, B, K A, B, A, A, B, A,j^ ^ 


WIZARDS AND WARRIORS 


Extri lives * i 

Wherj you 'get on to the High score screen,-enteRHEART as your name 
and you will st^fie next game with six extra jives. 


Extra power-uf^ - 

At the ^rt, go leit rathehthan right to find some rather useftil items! 


you want to be a pait of Britain’s oi]ly dedicated Nintendo tips 
* magazine, sertd your sackloads of solutions, hints and cheefts to 


us at Super XS, Durham House, 124 Old Christchurch R(»d, 
'^wgournemouth^ Dorset, BH1 1Ng,,«^very issue youti prized 
cheats wilt be added to our exclusive Busters A twZ, and the 
best will win the sender a free game. ^ 
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FOR THE VERY 
LATEST HINTS, 
TIPS AND 
GAME- 
BUSTING 
PLOYS FOR 
THE GAME 
BOY, NES 
AND SUPER 
NES, CALL 
THE SUPER XS 
TIPS LINE ON 
0891 224728. 

The Super XS Tips Line is updated weekly and contains the very latest game 
busters from around the world for all Nintendo consoles. Calls cost 36p a minute 
cheap rate and 48p a minute at all other times. Please get permission from the 
person that pays the phone bill before calling. 


















LEGEND OF ZELDA 


FINAL FANTASY 


THE ADDAMS FAMILY 


CASTLEVANIA IV 


: Infinite Lives 
: Invincible 


7E049E42: Unlimited 120 mm 
cannon. 

7E04A001: Unlimited laser guided 
missiles. 

7E006700: Switch Action Replay 
on, will clear players tank damage. 
7E05C4FF: Unlimited fuel. 
7E04A296 : Unlimited machine 
gun. 

7E00250X; Level select. Change X, 
will then start at X+2. If you enter 4 
in place of X you will start at 6. 


7E0C0D00: Player 1 colour. 
7E0E0D00: Player 2 colour, enter 
both for the same colour. 

7E0E2BB0: Unlimited energy for two 
players. 

7E0BF220: Will allow two players to 
play the same character. 

7E0C6001; Double speed. 
7E0CB200: Special moves for player 
1 to be done in mid air. 

7E0cr)002: Player 1 only needs one 
win to go through into the next 
round. 

7E0ED10X: Player 1 can play any 
enemy all the way through the 
game, using the numbers 0,1,2, 3, 
4, 5, 6, 7, 8, 9, A, BforX. 

7E0CD10X: Same as the above but 
for player 2. 

7E0C35B0: Throws player 1 high in 
the air. 


7E0D6E05: Infinite lives 
7E0D1450: Invincibility 


7E081C14: Gives Joe unlimited 
energy 

7E081A89: Joe keeps the bones to 
use as weapons. 

7E085C14: Gives Mac unlimited 
energy. 

5A89: Mac keeps the bones. 
2202 : Joe unlimited lives. 

2: Gives Joe infinite 


7EF36E80; 

7EF37746: 

7EF34332: 


Invincible 10 hearts. 
Unlimited magic energy. 
Unlimited 70 arrows. 
Unlimited 50 bombs. 


7E200803: Gives Cecil large 
amounts of points. If you need more 
simply alter the 3 in the code to 
different number. 

7E208803: Gives Kain a large 
amount of hit points. 


There must be thousands of console heads out there who have taken the advice of just about every magazine (Super XS'® 
and bought a cheating device to aid their gamesplaying abilities. It may be just for the infinite lives and energy t*’® 1^®*®* Action 

Replay or the subtle changes like background colour and speed that the Hornby Hobbies Game Genie caters for. Either way, you II want 
to be part of the Super XS complete guide to the tastiest codes available on both devices. , ^ ..ce 

On Nintendo there is only a healthly Super NES Datel Action Replay (although the NES model is quickly gaming popularity) and an NES 

Game Genie (look to mid 1993 for a Super NES 
found exclusively in this section. 

CiincD YQ AWArw icciio inr thp AQQPntifl_ 


boomerang weapons. 

7E086202: Gives Mac infinite 
boomerang weapons. 

7 E 081 A 93 : Gives Joe infinite fire 
weapons. 

7 E 085 A 93 ; Gives Mac infinite fire 
weapons. 

7 E 081 A 94 : Gives Joe infinite wheel 
weapons. 

7 E 085 A 93 : Gives Mac infinite wheel 
weapons. 


7E0E35B0 : As above but for player 2. 
7E0C2BB0: Infinite energy. 


SUPER ADVENTURE ISLAND 


7E030D05; Infinite lives. 
7E0D6C20: Unlimited energy. 


SUPER ALESTE 


7 E 015202 : Unlimited bombs. 
7 E 015702 : Infinite lives. 
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7E050805: Infinite energy. 


ROBOCOP 3 


ROBOCOP 3 

7E047738: Unlimited energy. 


STREET FIGHTER 


SUPER BATTLE TANK 


FINAL FIGHT 


HOOK 


7EF7C103: Unlimited power. 
7E1F1459: Unlimited time. 
7E1F0003: Unlimited lives. 


7E13 F4 10 : Infinite energy 
7E13 F050: Infinite time 


DRAGON'S LAIR 


7E0FF903 ; Infinite energy 


F-ZERO 


7E0CF301: Infinite turbo boosts. 
7E00CA0B:lnfinite power 
7E005908: Infinite lives 
7E115000: Always finish first 


FACEBALL 


7E0BD103: Infinite lives 
7E035201: Next tag opens the exit 
regardless of how many tags made 
so far. 

7E03CEXX: Where XX is a level 
number. This is a level select. 


JOE AND MAC 


SUPER DOUBLE DRAGON 


When entering codes codes for 
Super Double Dragon the screen will 
corrupt for a moment. Don’t worry, 
be happy! 

7E00DC02: Unlimited lives. 


SUPER GHOULS 'N GHOSTS 


7E02A402: Infinite lives. 
7E02A901: Unlimited time. 
7E044A01: Will give protection 
against most enemies and bullets. 


SUPER OFF 


7E061B06: Infinite nitro. 
7E062706: Full complement of 
speed ups. 

7E062306: Full complement of 
tyres. 

7E062B06: Full complement of 
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shock absorbers. 

7E061F06: Full complement of 
accelaration. 

7E056313: When switch is enabled 
your money accumulates at a rapid 
rate. 


SUPER PROBOTECTOR 


7E1F840X : Max power-up for 
player 1, weapon 1. 

7E1F860X; Same as above but for 
Player 1, Weapon 2. 

7E1FC40X: Same as above but for 
Player 2, Weapon 1 
7E1FC60X: Same as above but for 
Player 2, Weapon 2 
7E1F8A63: Infinite lives for Player 1 
7E1FCA63: Infinite lives for Player 2 
7E1F8C02: Infinite bombs for 
Playerl 

7E1FCC02: Infinite bombs for Player 
2 


SUPER SMASH TV 


7E053105: Infinite lives. 
7E189906: Once you pick up a 
weapon you will not lose it until you 
pick up another. 


SUPER SOCCER 


opposition goal 
first half! 


TOP RACER 


7E1E6C03: Infinite nitros for player 1 
7E1E6E03: Infinite nitros for player 2 


TURTLES IV 


7E1AA00X: Will give player 1 X 
amount of lives, for unlimited lives 
leave switch in the up position. 
7E1AE00X; Will give player 2 X 
amount of lives. For unlimited 
lives leave switch in the up 
position. 

7E044A50; Player 1 will get health 
restored, when Action Replay is 
enabled. 

7E04BA50: Player 2 will get health 
restored. 

7E00820X: Start from any level. 
Use 0 In place of X for level 1,1 for 
level 2 etc. 


ULTRAMAN 


7E039360: Unlimited energy. 
7E021880: Unlimited time. 


UN SQUADRON 


weapons. 

7E00DD14: Unlimited thunder lazer. 
7E100808: Unlimited fuel 


WRESTLEMANIA 


7E06EC30: Unlimited Energy 


ADVENTURE ISLAND 2 


pexvaale: 10 Lives 
sxNL 0 kVK: Infinite lives 
szuigevk: Energy never goes 
down 

ALKXAAAZ: Faster running 
0ENZTPAZ: Super brakes on 
skateboard 


ADVENTURES OF LOLO 2 


GZKP0LVG: Infinite lives 
GzxzKPVG: Never lose magic 


BATMAN: RETURN OF 
THE JOKER 


eeepotpa: Full energy heart 


JACKIE CHAN'S ACTION ■ SIMPSONS: BART VS THE 


KUNG FU 


pesikyye: 9 Tornado attacks 
pesivyye: 9 360° spin kicks 
sxskexvk: Infinite special attacks 


KICK OFF 


ZTUSiPPL: Slow down game 
timer 

APUSIPPU: Speed up game timer 


SPACE MUTANTS 


0PSYVUGA: Floating jump 
paxngyae: One life for every coin 


SNAKE'S REVENGE 


SZEE 0 USE: Infinite Beretta ammo 
szxvuPSA: Infinite energy 
sxoaskse: Infinite shotgun ammo 
SZKAKKSE : Infinite grenades 


LITTLE NEMO THE DREAMh 
MASTER ■ 


BUBBLE BOBBLE 


0AUGUZLE: Infinite lives 


BUGS BUNNY BIRTHDAY 
BLOW OUT 


szviGKVK: Infinite lives 
LA0ANZTE: Mega jumping Bugs 
atnzalal: Stunned for longer 
AE0XPZGE: Two hearts on pick-up 


CRACKOUT 


YAEKOAIE: 15 liveS 
PAEKOAIE: 9 HveS 


FLINTSTONES 


SX0EAEVK: Infinite lives 
lvealoza: Start with 99 coins 
geeeapaa: Start with a bomb 


GHOSTBUSTERS 2 


szokszle: Infinite lives 
sxuvyevk: Infinite life energy 
IEUK0ZAA : Start on Stage 6 
TEUK0ZAA: Start on Stage 7 
YEUK0ZAA : Start on Stage 8 


MEGA MAN 3 


aeukxlpa: Infinite lives 
AA00NPZE: Nine lives after 
continue 

yevkutga: Mega jump 


THE NEW ZEALAND STORY 


XYKTISKN: Super jump 
SUSKLYVI : Infinite lives 
aaegnpze: Nine lives after 
continue 

ppvgylaa: Start on level five 


aaxagaze: Nine lives 
szeayxvk: Infinite lives 
SLVUYNS0: Immunity to most bullets 
aaklngza: Full energy on pick-up 


SUPER MARIO BROS 


P 0 EISA: Invincible, lOOOpts 
KiLLXV: All blocks contain a coin 
siipkk: Secret water level one 
spepng: Secret water level two 
sippng: Secret water level three 


SUPER MARIO BROS 3 


00KXGLIA: Start as raccoon 
kxkxglia: Indestructable Mario 
sxkxglia: Stay small all the time 


PUNCH OUT 


alnevpen: Three stars permanently 
aavetlge: knockout with one hit 
SYVALPAx: Never lose energy 


RAINBOW ISLANDS 


TERMINATOR 2 


SX0EL0VK: Infinite lives 
GXVTVZAx: Infinite life energy 
0ZETEUPK: + 


TURTLES 2 


aaeaulpa: Infinite lives 
pextnzle: More powerful kick 


7E00D901: Gives the player loads 
of money. 

7E00DD31: Unlimited conventional 
bombs. 

7E00DD02: Unlimited mega Crush 


sxxkzuvk: Infinite lives 
pevgzaaa: Start on level 2 
zevgzaaa; Start on level 3 
levgzaaa; Start on level 4 
zeskiage: 9 continues 


GX0U0SVS: Infinite lives 
pevzzple: Nine lives 
aevxzpge: Eight continues 
G0NZAPPA: Start on stage 20 
P0NZAPPE: Start on stage 25 


WIZARDS AND WARRIORS 2 


PAXXPYLE : infinite lives 
szexepsa: No hit damage 
NNSAGGZU: Coins worth 255 
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It was a tough job but somebody had to 
do it. The CES show in Las Vegas is the 
iargest computer show in the worid but 
in recent years the console section has 
filled most of the space. Deep in the 
throng, Super XS was there to probe the 
industry’s Inner secrets and get all the 
new Nintendo releases for 1993. 

Super XS will endeavour to bring you 
in-depth solutions to all the top games in 
’93. Remember, no other magazine is 
totally dedicated to playing guides and 
no other magazine offers actual game 
maps and the latest cheats from all over 
the world. 

Super XS is all you will ever need* 


LJN 

The bitch is 
back! Super 

NES Aliens 

promises to be 
even better than the Mega Drive ver¬ 
sion (if that’s possible) with great intros 
and over 15 levels of chaotic 
xenomorph frenzy! 


Vs 



Activision 

Preliminary 
glimpses of 
this ambitious 
licence betray it as nothing more than 
a monster beat-’em-up with you play¬ 
ing the Predator against hordes of 
aliens. 


Konami 

Based on the 
hit Burton film 
of the same 
name, Batman Returns pits Batman 
(you) against the infamous penguin and 
his horde of circus freaks. 


Tradewest 

Improved coin¬ 
op graphics, 
more moves 
and a huge playing area including cav¬ 
erns and ruined temples make this des¬ 
tined to be one of the top games for ’93. 





Bandai 

Robots have 
taken over the 
city, only you 
stand In their 
way! Gorgeous graphics and large 
guardians await you in this gun-toting 
frenzy. 



Accolade 

Bubsy must 
collect as many 
yarnballs as 
possible 
through 16 comic levels filled with some 
of the best graphics ever seen on the 
Super NES. Hot, hot, hot! 







A 



> 



Callffomla 
OmmII 

DTMC 

Five scorching 
events such as 
skateboard, jet 
ski, hang-gliding and surfing. “So what”, 
you say, well check out the amazing 
graphics on the events and then say 
you’re not impressed. 



Kaneko 

‘Too cool to 
fool.” Chester 
has his first real 
taste of action since some sad crisp 
adverts last year. Gorgeous graphics 
make this platform game special but 
then, it was the same for Road 
Runner. 



Ocean 

You play a real 
life dude who 
has been 
sucked Into ani¬ 
mation searching for the ultimate babe, 
Holli Would. Top of the range graphics 
but how will the playability shape up? 



Konami 

All action 

shoot-’em-up 
with Wing 

Commander 
overtones. Cybernator has quality 
graphics and is super fast with mas¬ 
sive explosions and some excellent 
visual effects. A must for trigger 
happy goons! 


ASCII 

Colourful graph¬ 
ics and a wealth 
of tasks like 
waging war and 
building parties make this a long-lasting 
Super NES epic. 




Sony 
Imagesoft 

BloodthI rsty 
platform action 
with some daz¬ 
zling Mode 7 effects and smooth Prince 
of Persia-sty\e animation. 



JVC 

Classic PC 
entertainment 
courtesy of the 
RPG masters. Dungeon Master is the 
original and still the best Dungeons & 
Dragons derivative with first-person per¬ 
spective and excellent digitised mon¬ 
sters. 


Takara 

You play either 
Andy or Terry in 
this blatant 
Street Fighter II 
clone with arcade-style graphics on a 
12Mbit cart. The best part of this beat- 
’em-up is that you can control the boss¬ 
es as well as the players. 


and tests while proving that plastic 
heads and dodgy jump suits make tan¬ 
gible heroes. 


XJ^O 

JVC 

Red-line the 
world’s fastest 
and most 

expensive sports car around various 
world courses at break-neck speeds. 






a Mac 

2 

Data East 

Once again you 
get the chance 
to follow the 
lives of everyday cavemen folk in their 
pursuit of bashing each other’s brains 
out. Over ten massive levels of plat¬ 
form- action with coin-op quality action. 


Jaleco 

With Super Kick 
Off and Super 
Soccer setting 
the standard for 
footy games on the Super NES, Goal 
takes the side-on view and improves 
the animation of the sprites. 

Irem 

Impressive 
graphics on this 
horizontally 
scrolling shoot- 
’em-up do not make the game, but 
massive guardians and super weapons 
may drag this standard formula from 
the dirt. A wait-and-see game. 




Titus 

The Super NES 
has its fair share 
of first-person perspective race games 
and Lamborghini looks just like Jaguar 
XJ220 as well as playing remarkably 
similar (le not very realistic). 




Hit 

Taito 

Hit the Ice is 
certainly harder 
to play than 
overhead 
games like NHLPA ’93 but the full¬ 
screen fight sequences and penalties 
bring out the true violent atmosphere of 
the sport. 



Ocean 

The graphics in 
Lethal Weapon 
are excellent 
(bearing passing resemblance to 
Addams Family) and despite being very 
hard, the Super NES version is 
extremely playable. 


Activision 

Man makes 
robot, robot 
rebels, man 
meets robot, 
man blows robot to bits. Simple plot, 
simple blast-’em-up action with some 
flight simulator elements. Excellent 
graphics and animation on god 
robots. 



LJN 

Guide the safety 
conscious crash 
dummies through all manner of stunts 


Acclaim 

Taken straight from the coin-crunching 
coin-op. Mortal Kombat is just like Pit- 
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Fighter except 
that the charac¬ 
ters are larger 
and are actual 
images of real 
people fighting. 



Mindscape 

Imagine 
Roadblasters 
with more ani¬ 
mation, a side- 
on view so that you can shoot passers 
by and a horizontal section where you 
have to blast criminals. Sound good? 
Well that’s basically what Outlander is. 


•r 



Ocean 

The graphics are 
even better than 
the original with even more strange hap¬ 
penings and super puzzles to solve. 
Recommended! 



siM 

FCI 

In Sim City you 
nurtured a few 
measly build¬ 
ings to become 
a sprawling metropolis, now you have to 
create a whole eco-friendly planet. 
Sound complicated? It is, don’t worry. 
Not intended for very young players but 
highly enjoyable nevertheless. 


Toho 

One of the 
fastest shoot- 
’em-ups around 
(although not as good looking 
Axeiay), Space Megaforce I 
extremely powerful super weapons. 




Taito 

Taken from the 
hot coin-op. 

Sonic Blastman 
can best be described as Street Fighter 
II with scrolling levels. Complex moves, 
excellent graphics and stereo-crunching 
sound turn this comic beat-’em-up into 
something very special. 


f piMdIzzy 



ASCII 

Guide a small 
gyroscope 
through com¬ 
plex geometrical planets, collecting 
crystals in order to free the universe. 
Highly recommended! 



n 

Nintendo 

Fast moving 
filled polygons, 
crystal clear 
speech and 
thunderous sound will make this the 


game of the year for ’93. No messin’. 



American 
Technos 

It’s all here in 
this professional 
bowling sim 
containing great graphics and a rocking 
sound track. Ideal for all Fred 
Flintstones. 



graphics as Star Wars as you guide 
the rebel characters through the Ice 
planet of Noth, asteroids and Bespin 
(the sky city where Han Solo gets 
frozen in carbonite). 



i ippz r laiza 

American 
Technos 

Christmas 
graphics and a 
cute tune that will send you up the wall, 
accompany this first class platform 
jape. 



SviMf iyi#pQi 

Capcom 

Not previewed 
at the show but 
destined to be 
an immediate classic like Zelda III. 
Super Mega Man is what Super NES 
owners have been crying out for. 



Of 

thm B m mai 

IGS 

You play a hum¬ 
ble peasant 
who had a curse placed on him when 
little, turning him into a deformed mon¬ 
ster. Now you have to find the culprit 
and return to human form. 


JVC 

Coming out offi¬ 
cially in March, 

Super Star 
Wars belongs in everybody’s 



and 


mean everybody’s, collection. The best 
sound, graphics and playability of any 
cart so far seen. Simply put, it’s brilliant 
We’ll have the complete solution in the 
next Issue! 



MicroProse 

How can a PC 
game as com¬ 
plicated as this flight sim, be converted 
to the Super NES? Well, MicroProse 
have done it, and it looks and feels 
amazing. 


SzyM>¥fliislV 

Atius 

The graphics 
are vastly 
improved over 
the Mega 
Drive’s counterpart and the sounds are 
so realistic, you’ll think she’s in the 
room with you. 

nt 

UN 

Judgment Day 
concentrates on 
being a straight 
film licence with all the key elements of 
the film, such as the mental hospital 
and Cyberdyne Systems building 
shown in this platform adventure. 




Hzz-Monki 

SunSoft 

Coming from 
the same devel¬ 
opers as Road 
Runner, you 
can expect great cartoon graphics. Taz 
is the eat-anything spin-tastic rogue 
with a bad attitude, so expect mayhem 
this summer. 




Mindscape 

With Terminator 
fever still in the 
air (how long 
can it last?), the 
Mindscape offering promises to better 
the superb graphics of the Mega Drive 
classic with more levels and hopefully a 
higher challenge rating. 


VmI Driw 
Ihm DmI 

Accolade 

Red-line a 
Lamborghini 
Diablo, spin a 
Ferrari or prang a Porsche. Superb 
engine noises, realistic inertia effects 
and plenty of chances to smash your 
car in this multi-weather test of speed¬ 
ing skills. 




1KO- 


Sofei 

The action is 
viewed from the 
side with good quality graphics and, hor¬ 
ror of horrors, it’s fast! TKO looks to be 
one of the better boxing sims. 



Ibai Ik J f iy 

Hi Tech 

Tom & Jerry on 
the NES proved 
that the console 
is the perfect 
media for the dynamic duo’s comic 
capers. Plenty of smashing plates, 
women shouting “Thooooomas” and 
slapstick face mashing. Great fun! 


Ibxk C i i Mu i w 

Bandai 

They’re lean, green and totally unclean. 



The Toxic 
Crusaders are 
here to avenge 
all polluters and 
despoilers of 
the Earth. 

Control any of the characters in 
horizontal beat-’em-up. 


this 


Vvys 

Absolute 

The graphics 
are akin to the 
recent Robin 
Williams film of 
the same name and as such are very 
detailed with some breath-taking levels 
using innovative new scrolling tech¬ 
niques. 




Seika 

Thousands of 
little creatures 
called, pre- 
d i c t a b I y 
enough, Troddlers, have to be guided 
through a variety of mazes and puzzles 
in the same vein as Lemmings. 


Accolade 

Wing 
Commander 
fans will love 
this alternate 
view of the universe which features 
more missions, larger sprites and even 
huge digitised enemy ships. 

WzyM's 

ww^nnrai 

THQ 

The “excellent” 
thing about this 
game is that the 
faces of Wayne and Garth are actual 
digitised pictures of the actors. Garth 
has been grabbed into the video game 
world of Zantar and it’s up to good old 
Wayne to save him. 

¥nbM«lz 

llBMis 

DI«0O? 

Hi Tech 
Expressions 

Originally on the Mega Drive, this “edu- 
tainmenf detective game has you fol¬ 
lowing clues throughout time in the 
search for Carmen and her gang. 

Bullet Proof 
Soft 

It’s up to Mario 
and Yoshi to 
stack up the baked cookies as they fall 
off the ovens before they pile up. 
Cutesy puzzle action in this Tetris clone 
game loosely hung around Mario’s 
neck. 
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Kemco 

As you can probably guess, this 
game follows the gambling exploits of 
Ace Harding as he acquires vast 
sums of money in the casinos of 
Vegas which, incidentally. Is one of 
Damian’s favourite hang-outs. 
Blackjack, poker, slot machines and 
roulette are included In this game. 


Hudson Soft 

After a rather bland adventure in the 
second game of this series, our hero 
is once again battling through level 
after level of complex platform action 
in search of the treasure. 

MUmmZ 

LJN 

Well, it’s been on every other system 
in the universe, so why not the NES? 
Guide Ripley through 15 levels of the 
prison colony as aliens and face bug¬ 
gers leap from all angles spitting 
acid. A classic platform game. 

Konami 

The Penguin is wreaking havoc in 
Gotham city tonight, a mysterious crea¬ 
ture called the Catwoman has been 
seen dealing instant justice with her 
claws and the public think Batman is a 
criminal. Life has never been so tough 
for the caped crusader. 


^-A 

NnlwIVW VL 


Rare 

Who would have thought that two of 
the greatest console game teams 
would have their own game together! 
Choose from either the Battletoads or 
the martial arts guys from Double 
Dragon in this platform adventure with 
stunning 8- bit graphics. One to look 
out for! 


MmHmrd 

Activision 

John McClane was unfortunate to be 
caught in a skyscraper as it was 
taken over by terrorists. Using all 
your military training and a handy 
Inifinite ammo Beretta, you must 
thwart the terrorist scum. 


Sony Imagesoft 

Who isn’t talking about the recent 
Coppola film adaptation of Bram 
Stoker’s Dracula? You control 
Jonathan Marker and doctor Van 
Helsing trying to rescue your girl¬ 
friend. Bloodthirsty platform action. 


11m Inpira H ri k — l ack 

JVC 

Without doubt one of the best games 
to appear on the NES, Empire 
Strikes Back follows the intrepid 



through a Yoda training session, into 
asteroids and finally to the sky city 
Bespin. Awesome stuff in the nostal¬ 
gia vein! 

i-1SMrik«lagl« 

MicroProse 

Anybody who thinks the humble NES 
cannot handle a complicated flight 
sim, think again! MicroProse once 
again prove that the impossible is 
possible with this polished sim. 

■Ul 17A Hfc W tpkf r 

Microprose 

Perhaps more topical than F-15 due 
to the trouble in the gulf, the F-117A 
is able to enter enemy territory with¬ 
out detection, and so blowing the hell 
out of cities is all the more satisfying. 


PkMinfkt 

Capcom 

Yes, it’s here! The Super NES sensa¬ 
tion is bravely being given to the NES 
for conversion. I say bravely because 
a key feature of the original was the 
coin-op graphics. The NES version 
has substantially smaller sprites but 
is very fast. 


Talto 

“Wiiiiiiiiilma!” Fred’s NES debut is a 
standard horizontal platform game 
with colourful, well-detailed graphics 
of the Bedrock houses and charac¬ 
ters. Eight exotic levels complete with 
Wilma, Barney and Pebbles. 


Ikrtris 

Bullet 

If ever an idea did not need expand¬ 
ing, it was Tetris. Hatris is, as it 
sounds. Tetris with hats. You don’t 
need a Russian chessmaster IQ to 
realise this is totally boring. 


HHIImIm 

Taito 

Hit the Ice was a hit on the Game Boy 
and is basically a horizontal ice hockey 
game with full screen fight sequences 
and all the American teams to play 
with. Try it, you might like it! 


kicrodlhls Crask P yl— 

LJN 

LJN are not afraid to try out new 
ideas and this must be the craziest. 
Crash Dummies has you in awful 
dungarees, testing products, crash¬ 
ing cars and generally getting 
crushed in all manner of ways. 



Ubi Soft 


You can count the number of tennis 
sims on the NES on one hand (lucki¬ 
ly) but Jimmy Connors offers a fresh 
perspective with improved stats and 
superb animation. 


Dcean 

^ prehistoric fossil of a mosquito that 


once sucked the blood of dinosaurs 
is used to extract the DNA of the 
beasts that once ruled the Earth and 
recreate them for public exhibition. 
But nobody thought they would 
escape! 


SunSoft 

Smile if you love the little green¬ 
haired gits. Lemmings is gracing 
NES consoles soon with its special 
brand of madness. Love them or 
loathe them. Lemmings have infect¬ 
ed every console known to man. 


UriMlIiMIMa 

Ocean 

Join Riggs and Murtaugh in this all¬ 
action horizontal platform game with 
our heroes chasing a corrupt ex-cop 
with ideas of revenge. Over ten lev¬ 
els of cityscape to negotiate. 

^pcom 

Is there no end to the Mega Man 
series? This time you thwart the dia¬ 
bolical schemes of the evil Protoman 
as he tries to take over the world 
using a new generation of hyper 
tough robots. 16 massive levels with 
some of the best graphics on the 
NES. 


Mindscape 

Play boy or girl in this sideways 
scrolling delivery through increasingly 
troubled streets. Aim the rolled up 
papers for the letter boxes and score 
new subscribers. It’s all about sales 
figures (as our publisher will tell you). 


T^iiwBkMka 

Taito 

You are a government’s best kept 
secret. Your mission is to destroy 
deadly cyborgs in a horizontally 
scrolling platform shoot-’em-up. Your 
weapon... an Uzi? Bazooka? Knife? 
No, a boomerang. Nice one! 


Ocean 

The kooky Addams family return 
once again, this time with their son 
Pugsley in the hot seat. The object of 
this game is to find objects hidden 
throughout the mansion. The graph¬ 
ics are just like Addams Family so 
expect many similarities in gameplay 
as well. 

1km H iH MlM M t o r 

Mindscape 

You are Kyle Reese, sent back in 
time to defend Sarah Connor from a 
Terminator cyborg whose mission is 
to destroy her. If this game is as good 
as T2 by Acclaim then we should be 
In for a treat. 


Taito 

Cogswell has violated alien rights for 
his mining colony and Jetson must 
gather objects needed to shut down 
the plant before it Is too late. All the 


familiar characters make an appear¬ 
ance, even the pet dog “Dino”. 

IkoHMM Ik# tak iBgtn# 

THQ 

There have been obscure licences 
before but this takes the biscuit. 
Good old Thomas is entering the 
NES scene with a puff of steam and 
a cheerful whistle. Don’t expect any¬ 
thing special from this sad game. 



Konami 


Lots of Marioesque mayhem with this 
cheap alternative to Mario Paint. 
Change the Tiny Toons beyond 
recognition and create your own 
backgrounds. 

Tiny ImmuMi VrovU# in 

¥kMlylcHMl 

Konami 

After the massive success of the first 
Tiny Toons Adventure (featured this 
issue), the Tiny Toons are back for 
more platform playroom activities. 
Can you stand them? 

Md 

Taito 

Toki used to be a handsome dude 
with a cute girlfriend almost as gor¬ 
geous as Karen but he was turned 
Into an ape by an unknown force. 
Now Toki’s on a quest for his own 
body with a nifty line In spitting balls. 

fMn It J nw y i Ik# ii#vl# 

Hi Tech Expressions 

As with Tiny Toons, Tom & Jerry has 
already been a hit on the NES but 
this Improved movie version is big¬ 
ger, better and even tougher (if that’s 
possible). Watch out, Patrick! 

IbxkCnwodbn 

Bandai 

The eco-friendly version of the 
TMNT, the Toxic Crusaders are 
against anything that pollutes the 
Earth. Expect crusades against facto¬ 
ries, nuclear power plants and fast 
food chains. 

Ocean 

This standard Ocean release is actu¬ 
ally quite playable but has been on 
release in the US for ages. You play 
all the members of the Eliot Ness 
team in a shooting gallery-type game 
against the mob. 

VWyHV m vWTNi 

THQ 

Even the NES hasn’t been left out of 
the Wayne’s World hype. Garth is 
missing and it’s up to smug grinning 
Wayne to schwiiing the day! 

Y#mgkHly 

Jaleco 

Have you ever wondered how 
Indiana Jones first learned how to 
use his whip? Where he got his hat 
and what adventures he had? Take 
part in this epic quest for antiqui- 
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Takara 

Takara try their hand on the Game 
Boy with this multi-flippered pinball 
game. Fast moving and loads of fun, 
a perfect hand-held game. 


Ocean 

It may seem an impossible task to 
cram all the superb Super NES 
graphics into the Game Boy but 
Ocean have assured us that all the 
levels have been included in this fan¬ 
tasy adventure. 


Capcom 

Ha ha! Darkwing Duck is here to bust 
loose of your Game Boy. This arcade 
platform game is at least as good as 
Duck Tales but the action can blur 
quite easily. 


Acclaim 


-up) to save her in this platform beat- 
’em-up. Great graphics and smooth 
animation on the main sprites. 


Ocean 

Pugsley Is bringing the kooky charac¬ 
ters to your hand-held. Join the num¬ 
ber one son in his hunt for objects in 
the mansion. 


Accolade 

At last! Someone has converted this 
ancient coin-op. The object of the 
game is to destroy as many asteroids 
as possible for mountains of points. 
That’s it, simple, eh?! 


MrlkM B ack 


Hi Tech Exp 

Barbie is the perfect woman, or so 
American toy producers would have us 
believe. Hopefully this game has 
Barbie being dropped into a vat of acid. 


Konami 

Many people were surprised by the 
quality of this cartoon and Konami, the 
masters of conversion, have created a 
Dark Knight for your Game Boy. 


Mx 


Accolade 

You control a gun pod at the bottom 
of the screen and have to shoot the 
segments of numerous centipedes 
as they slither towards you. 




Sony 

Prehistoric life is just too simple for 
Chuck who was blessed with more 
brains than his fellow Neanderthals. 
Chuck decides to put his grey cells to 
work when his girlfriend is kidnapped 
by the terrible Gary Gritter. 


Acclaim 

The Game Boy has missed out on 
many of the boxing games currently 
on the market, however that’s all 
going to change when this front-on 
view boxer punches its way onto the 
Game Boy. 


Jaleco 

After Super Kick Off, many soft¬ 
ware developers thought that footy 
games on the Game Boy were off 
limits, not Jaleco though. Goal! is a 
horizontal format game with large 
player sprites and even the odd 
punch-up. 


Bullet-Proof 

Pulses quicken as you try to match 
the same hats in order to complete a 
line and gain points as well as 
breathing space. Lines of four and 
above are needed in this Tetris clone 
oddly based on hats. 


HMnryw^lgkt 
Boxing 

Activision 

More boxing for fans of the blood sport. 
This is a side-on perspective game 
with players punching each other to 
reduce energy bars and score the one 
minute knockout. Gets a bit repetitive. 


Sony 

As Jonathan Harker, you must enter 
Dracula’s castle to rescue your 
beloved fiancee. Van Helsing will try 
to drive a stake through the evil 
count’s heart but ultimately it is up to 
you to beat the force of darkness. 


Ikn I 

Capcom 

You play various rebel characters in 
this superb sequel to Star Wars. 
Expect a solution very soon. 


P-ISMilkn login 

MicroProse 

Pilot the world’s most accomplished 
jet fighter through missions all over 
the world In F-15 Strike Eagle. 


PocnBoH aOOO 

Buiiet-Proof 

You control a craft stuck In a huge 
concrete maze. Your opponents 
attack from all sides in a desperate 
attempt to be the only one left in the 
game. 


Acclaim 

The perspective is from behind the 
car and from what we’ve seen, the 
game is super-fast and highly 
playable. 


Ocean 

A crooked cop has sworn revenge on 
our two heroic cops with only days 
before Murtaugh’s retirement. 
Continuous shoot-’em-up action in 
this polished platform game. 


Accolade 

The Accolade golden oldie conver¬ 
sion takes another console under its 
wing with Missile Command. 
Intercept falling missiles before they 
hit your cities using ail three missile 
bases at your disposal. 


Acclaim 

No one at Super XS is sure how 
Acclaim are going to convert this 
huge coin-op featuring actual digi¬ 
tised fighters who all move as they 
would in real life. 


B-iyiMii 

Irem 

The sequel to the best selling shoot- 
’em-up on the Game Boy Is here. 
More super weapons, longer levels 
and even more bizarre guardians. 
Highly recommended. 


THQ 


iSUKHi^ 


Gametek 

Like Lemmings, Humans is the con¬ 
trol of tiny characters around mazes 
of devious construction. Humans can 
be assigned tasks, but all have to be 
re-united for evolution and greater 
levels of sophistication. 


Hard Drivin’ never appeared on the 
Game Boy and this is probably just 
as well because it cannot handle the 
complex polygons involved in 
drawing the tracks quickly. 


American Softworks Corp 

On the Mega Drive, James Pond II 
was code named Robocod. This mis¬ 
sion has James fighting an evil doc¬ 
tor who has kidnapped Santa and 
converted his toy factories into 
weapons plants. Superb cartoon plat¬ 
form action. 


Jaleco 

As kings of two opposing castles, 
you and the enemy must bomb the 
hell out of each other with antique 
cannons and then re-build the walls 
in a Tetris style game. 


Data East 

This originally appeared on Import on 
the Super NES. Joe & Mac are pretty 
dense cavemen who realise that their 
whole reason for living is to make the 
dinosaurs extinct. Over ten prehis¬ 
toric platform levels. 


Skirts or M# 

EA 

Most people think this game is about 
ice skating. In fact, It’s a skateboard 
simulator with half pipes, obstacle 
courses and slaloms to negotiate 
safely and prove your skills. 


LJN 


Webby’s back! Another sinister plot is 
hatched by a group of Spider-Man’s 
arch enemies and they plan to frame 
the web-slinger for a crime he didn’t 
commit. 


Ocean 

Blood from a fossilised mosquito that 
once sucked dinosaur blood has 
been used to re-create the beasts 
who once ruled the Earth millions of 
years ago. 


IMn 1km Itoxt 


Kruses iim Howm 

Acclaim 

You may remember Krusty from the 
Simpsons. Rats have Invaded 
Krusty’s fun house and it’s up to you 
and Bart to squash them ail. 


Absolute Entertainment Inc 

Baldy captain Picard takes the 
fledgling crew of the refitted 
Enterprise into the unknown. 


Capcom 

Talespin follows the aerial antics of 
Baloo and his cargo company. The 
object is to make all of your deliver¬ 
ies without getting shot down 
(check out the NES solution this 
issue). 


A J fi y 

Hi Tech Expressions 

Smack Tom so hard that his head 
looks like a frying pan in this slapstick 
cartoon platform game. 


Ibxk I 

Bandai 

Help the Toxic Crusaders fight 
against world decay and save the 
dolphins from toxic abuse. Like 
the Toxic Avenger but with teen 
appeal. 


Accolade 

Standard formula platform shoot-’em- 
up In a techno nightmare with loads 
of super weapons, but a bit dated. 


Accolade 

Exactly the same as Turrican but with 
flashier graphics and a thin plot line 
based loosely on the film of the same 
name. 


WmM 

THQ 

Tongue in cheek humour from the 
masters of bathos in a platform game 
featuring digitised faces of our heavy 
metal heroes. 
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GAMEBOY 


LEMMINGS 


STREETFIGHTER 2 .59.99 

ACTRAISER.48.99 

ADDAMS FAMILY.44.99 

CASTLEVANIA 4 .43.99 

F-ZERO.39.99 

KRUSTYS SUPER FUNHOUSE 44.99 

POPULOUS.44.99 

ROBOCOP 3.44.99 

SUPER ADVENTURE ISLAND .44.99 
SUPER GHOULS A GHOSTS..44.99 

SUPER TENNIS.41.99 

SUPER R-TYPE .39.99 

SUPER SMASH TV .47.99 

SUPER SOCCER .39.99 

TURTLES IV .44.99 


44.99 


LEGEND OF ZELDA-38.99 


In this spectacular shoot- 
'em-up you play a ter¬ 
minator, model T-800 
whose mission is to sove 
John Connor from being 
eliminated by the T- 
1000. If you don't suc¬ 
ceed it's "Hosto lo vista. 
Baby!" 


TERMINATOR 2 .35.00 

It's survival of the fastest 
in the prehistoric land of 
Og. Trog the crazy, one- 
eyed caveman is nungry 
and wants you for din¬ 
ner. Explore 50 islands 
in your desperate battle 
to stop becoming extinct. 


TROG.25.00 


PAPERBOY 2 


GAME BOY CARRY ALL ..19.99 
GAME BOY SOFT CARRYING 


CASE.14.99 

GAME BOY MAGNIFIER ..8.99 

GAME LIGHT .9.99 

AMPLIFIER......13.99 


SIM CITY 


BIONIC COMMANDO .....29.99 

SPIDERMAN 2.25.99 

SPY VS SPY .25.99 

TURTLES 2 .25.99 


ACCESSORIES 


















































































Allows you to ploy American and Japanese cartridges on 
your UK Super Nintendo console. 


PRO ACTION REPLAY 

The ultimate intelligent hacking device for your Super 
Nintendo, and will find cheats for you automatically. 


TRAILBLAZER iOY$mK.........29.99 

Joystick for the SNES.Includes auto fire, arcade buttons, 
slow motion and turbo speed. 


Hacking device for your NES. Also works as an adaptor - 
allowing you to play US software on your UK NES console. 


QUEST JOYPAD 

Joypad for the SNES. 
Includes slow motion 
and turbo fire 




^ PRO ACTION REPLAY.32.9 

. Cartridge - to crack the latest games on your Gameboy 
giving you invinite lives, unlimited energy, special 
effects,extra ammo, or play on any level. 


ACCESSORIES 




I would like to order the following: 


ITEM 

MACHINE 

MICE 

















enclose a total of £ 

Method of payment (please circle) 
Cheque • Postal Order • Access • Visa 

Credit Card No 

□□□□□□□□□□□□□□□□ 

Expiry date □ □ □ □ □ □ 

Name 

Address 

Postcode 

Telephone 

Signature 


SEND THIS FORM TO: 

SUPER XS Savers 
Paragon Publishing 
FREEPOST (BH 1255) 
BOURNEMOUTH 
BH11BR 

Or telephone our Mail Order Hotline on 

0202 299900 


Access 



Please make all cheques payable in pounds Sterling to 
Paragon Publishing Limited. 
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AMAZING TENNIS.£42 

ALL STAR CHALLENGE .£44 

BEST OF THE BEST.£42 

CASTLEVANIA IV.£41 

CHUCK ROCK.£44 

DESERT STRIKE.£44 

DEATH VALLEY RALLY.£44 

F-ZERO.£39 

GODS.£44 

HOLE IN ONE GOLF.£39 

JOHN MADDEN 93.£42 

JIMMY CONNERS.£44 

GUNFORCE.£44 

KING OF THE MONSTERS.£44 

LEGEND OF THE MYSTICAL NINJA.£42 

MICKEY MOUSE.£48 

MARIO KART.£41 

ON THE BALL.£44 

PRINCE OF PERSIA.£44 

PRO QUATERBACK.£44 

RAMPART.£42 

SUPER MEGA FORCE.£42 

STREETFIGHTER II.£55 

SPIDERMAN X-MEN.£44 

WARPSPEED.£44 


NCAA FOOTBALL.£40 

POWER MOVES.£47 

GOAL.£46 

LEMMINGS.£44 

NHLPA HOCKEY 93.£44 

KA BLOOEY.£42 

MONOPOLY.£42 

LETHAL WEAPON.£44 

OUT OF THIS WORLD.£44 

WAIALAE GOLF.£40 

PILOT WINGS.£41 

MUSYA JAP TALE OF HORROR.£44 

KRUSTYS SUPER FUNHOUSE.£44 

SIM CITY.£41 

GHOULS & GHOSTS.£40 

ACT RAISER.£40 

ZELDA.£41 

TURTLES IN TIME.£47 

HARLEY HUMUNGOUS AD.£47 

ADAPTORS aOP OF THE RANGE PLAYSALL 

GAMES).£16 

PROJOYPAD.£15 


NEW GAMES ARRIVING DAILY.PLEASE 
CALL US FOR YOUR REQUIREMENTS!!! 


All games sent 1st class recorded delivery, free postage. 

Send cheque or RO. Allow 5 days cheque clearance. Callers welcome at shop. 
Bring this advert to qualify for these special prices. 


254 LONDON ROAD, MITCHAM, SURREY, CR4 3HD 
TEL/FAX: 081 640 8692. SALES: 081 646 8940 
VAT REGISTRATION NO. 611 8353 60 _ 

TRAOE A EXPORT ENQUIRIES WELCOME 


[ 



ALL CARTS AVAILIBLE 
PLEASE CALL! 

WE SELL NINTENDO, 

MASTER SYSTEM, 

GAME GEAR & 

GAME BOY 
WE ALSO STOCK A 
RANGEOF ATARI 
AMIGA IBM CD ROM 
NEOGEO CD-TV 

SNI^ 

[ADVENTURE ISLE, 

I BARTS NIGHTMATI 
BATTER UP 
BEST OF THE BEST 
BLAZE ON 
BUSTER BROS 
CAL GAMES 2 
CHUCK ROCK 
CYBERSPIN 
DESERT STRIKE 
DOUBLE DRAG 
FINAL FIGHT 
F-ZERO 

FOREMAN BOXING 
GODS, 

HOOK 

HUNT FOR REDOaOBER..: 

IMPERIUM 
NICKIAUS GOLF 
JOE & MAC 
KABLOOGY 
LETHAL WEAPON 

MADDEN 93 . 

MAGIC SWORD . 

MICKEYS QUEST , 

MARIO KART . 

MONOPOLY 
MUSYA 
NBA ALL STAR 
ON THE BALL 
PHALANX 

PILOT WINGS . £42.99 

PLAY AaiON F/BALL . £40.99 

PRO QUATERBACK . £45.99 

RACE DRIVIN . £45.99 

RAMPART . £46.99 

ROAD RUNNER . £47.99 

ROBOCOP 3 . £45.99 

R.CLEMENS B/BALL . £45.99 

P+PE1.50 PER GAME 
ORDERS OVER £50 FREE 
PLEASeCALL 
10AM-8PM MOM-FRI 
10AM-1PMSAT‘Stm 


ALL PERIPHERALS 
-PLEASE CALL. 

ASK ABOUT EXCHANGE 
SCHEME AND 
GAMES FOR SALE. 
PRICES ON U.S. GAMES 
SUBJEGTO CHANGE- 
PLEASE CALL PRIOR TO 
ORDER. 


RALS H 

;hange ■ 

USED ■ 
>ALE. ■ 

GAMES n 



1 MONTONMILL GARDENS, 
MONTON,ECCLES, 
MANCHESTER M30 8BQ 
TEL/FAX: (061) 707 7230 


DIAMOND CHALLENGE . 

LOST VIKINGS . .i 

OUTLANDER MAD MAX...^ 

WOLF CHILD . 

( BUBSY BOBCAT . 

NES 


WORLD CUP . 
SUPER MARIO II.... 
TRACK & FIELD 2 .. 

T.M.H.TURTLES . 

CASTLEVANIA . 

DUCK TALES. 

ELITE. 


MICRO MACHINES.. 
STARS WARS.. 

TERMINATOR II. 

G.T.WALDO. 

ICE CHALLENGE.... 
ROLLERBIADES.. 
MICKEYS SAFARI... 

JOE & MAC. 

LETHAL WEAPON.. 

COOL WORLD. 

PUGSLEYS. 

CASINO KID. 

GAME GENIE. 

NES GAMES. 


PROPRIETERS A&J MACHEN 


SPIDERMAN/X-MEN £45.99 

SUPER SOCCER CHAMP. . £45.99 

SUPER TENNIS . £40.99 

STREETFIGHTER II .. £55.99 

SUPER AMRIO WORLD . £42.99 

WING COMAAANDER . ..£52.99 

ADDAMS FAMILY 2 . CALL 

AERO BIZ . CALL 

SUPER STAR WARS .. CALL 

JAGUAR . CALL 


...CALL 
...CALL 
...CALL 
...CALL 
.CALL 

UKAIS PRICE 

NES CONSOLE.FROM £99.00 

RESCUE RANGERS.CALL 

SUPER MARIO BROTHERS 3.CALL 

W. W.F CHALLENGE.CALL 

DONKEY KONG. CALL 


GOING RETAIL li 


.CALL 

.CALL 

.CALL 

.CALL 

.CALL 

.CALL 

..CALL 
..CALL 
..CALL 
..CALL 
..CALL 
..CALL 
..CALL 
..CALL 
..CALL 
..CALL 
..CALL 
..CALL 
..CALL 

.£38.99 

....FROM £24.00 
STERSOON! 


















VALKEN £49 


DEATH VALLEY RALLY £42 


JAKI CRUSH £47 


RUSHING BEAT 2 £55 


TINY TOON AD. £49 


SHAD/ BEAST 2 £43 


★ The Universal Adaptor will allow you 
to ploy any gome on any machine. 

★ Ploys Mario Kart, Pilotwings, nnd 
other Scort gomes! 

★ Ploy Jop/American gomes 
on your UK SNES. 

★ The Universal adaptor is a Top 
Quality product cased, with full 
instructions. 


SURER F^iJVIICOM 

2 JOYPADS. ALL LEADS UK POWER SUPPLY UNIT 

PIvs Mari- + 

^UPER NiS (Uf) * MARIO 

2 JOYPADS. ALL LEADS, TAKES JAP & USA CARTRIDGES. 

SiiAiSiT . ...- 

Maria/t pad...£119 


BAHLETOADS £46 


BUBSY THE BOBCAT CALL 


LEMMINGS £29 






APPOLLO PRO JOY STICK £55 SN PRO PAD.£18 

CAPCOM STREET FIGHTER II STICK.£69 

SCART LEADS-ALL TYPES.ONLY £13 


ALIENS VS PREDATOR (FIGHTING).,£49 
ASSAULT SUITS VALKEN/CYBERNATOR ..£49 

AXELAY.£39 

BATMAN RETURNS.£52 

CAVEMAN NINJA 2/JOE & MAC 2.£47 

COMBAT TRIBES.£47 

CONTRA SPIRIT.£39 

DEADDANCE(16MEG).CALL 

FI-EXHAUST HEAT.£42 

FI-EXHAUST HEAT 2.CALL 

FATAL FURY(12 MEO-BATTli OF DESTINY.£55 

GOLDEN FIGHTER (12 MEG).£42 

HUMAN GRAND PRIX.£49 

KING OF THE MONSTERS.£39 

MARIO WORLD 4.£39 

MICKEYS MAGICAL QUEST.£49 

NORTH STAR KEN 6.£47 

PARODIUS.£42 

RANMA1/2II(12MEG).£59 

RUSHING BEAT RUN/RIVAL TURF 2(12 M).£56 

SONIC BLASTMAN.£42 

STAR FOX(FX CHIP 3D 32-BIT.£59 

SUPERPINBALL-JAKI CRUSH(NAXAD.£47 

SUPER STAR WARS.£55 

TINY TOON ADVEN1URES £49 

TOP RACER 2. CALL 

TWIN BEE. CALL 


HOOK.£29 

LEMMINGS.S29 

MAGIC SWORD.£35 

METAL JACK-CYBER POUCE.£29 

PHALANX-THE ENFORCE FIGHTER.£32 

SKY MISSION/WINGS 2-ACES HIGH.£35 

SOULBLADER.£29 

SUPER BOWUNG.£35 

SUPER GHOULS N GHOSTS.£35 

SUPER PANG/SUPER BUSTER BROS.£32 

SUPER SMASH TV.£32 

THUNDER SPIRITS.£25 

TOP RACER/TOP GEAR.£29 

WAIALAE COUNTRY CLUB GOLF(3D).£35 

WWF SUPER WRESTLEMANIA.£31 


ACTRAIISER . £27 

AREA 88/UN SQUADRON £29 

ASTRAL BOUT-KICK BOXING . £26 

CASTLEVANIA 4 £32 

GRADIUS3 £25 


ADDAMS FAMILY.£35 

ALIEN 3.£45 

BARTS NIGHTMARE 

(FEATURING HTE SIMPSONS).£39 

BAHLETOADS.£46 

BEST OF THE BEST-CHAMRONSHIP KARATE „.£44 

BULLS VS BLAZERS.£43 

BUBSY THE BOBCAT.CALL 

CAUFORNIAGAMES2.£43 

CHESTER CHEETAH.£45 

CHUCK ROCK.£43 

COMBAT TRIBES.£35 


COOL WORLD.CALL 

DEATH VALEY RALLY 

(FEATURING ROAD RUNNER).£42 

DESERT STRIKE.£43 

GODS.£44 

IREM SKINS GOLF.£44 

JIMMY CONNERS PRO TENNIS TOUR.£43 

JOHN MADDEN 93.£44 

KRUSTYS SUPER FUN HOUSE.£39 

MAGICAL QUEST¬ 
STARRING MICKEY MOUSE .£55 

MARIO KART.£42 

MVP (US) FOOTBALL.£44 

MYSTICAL NINJA.£39 

NCAA BASKETBALL-SLAM DUNK.£43 

NHLPA HOCKEY 93.£44 

ON THE BALL/CAMELTRY-99 LEVELSI.£42 

OUT OF THIS WORLD.£44 

Q-BERT3.£37 

RAMPART.£37 

SHADOW OF THE BEAST 2.£43 

SOUL BLAZER.£44 

SPANKYS QUEST.£37 

SPIDERMAN AND THE X-MEN.£44 

STAR FOX(FX-CHIP -32 BIT 3D).£59 

STREETFIGHTER 2 (16 MEG).£56 

SUPER NBA BASKETBALL(TECMO).£44 

SUPER STAR WARS.CALL 

SUPER STRIKE EAGLE.£45 

WARPSPEED.£43 

WING COMMANDER.£46 

ZELDA 3.£39 


KRAZY KONSOU5 

PO BOX BOO 
HALIFAX 

WEST YORKSHIRE 
HX1 3LY 

TEL: 0422-34290 
OFFICE HOURS: MOM TO SAT 9- 
5.30PM CLOSED THURSDAY AM 
(STOCKTAKING) 

TEL: 0422-367730 
EVENINGS 5.30-1 OPM 
4 ALL DAY SUNDAY 

SURER FAAAICOAA 

2 JOYPADS ALL LEADS. 

Only..£149 







































































































































































































































































































































MAIL ORDER DETAILS: ALL PRICES ARE MAIL ORDER ONLY. 



SUPER GAME ADAPTOR (PLAYS UK + US h 

GAMES. 

ASCII PAD. 

CONTROL PAD. 

SUPER ADVANTAGE JOYSTICK. 

CITY/APOLLO PRO JOYSTICK. 

SFC PAL BOOSTER. 

RGB CABLE. 

CAPCOM JOYSTICK (6 BUHONS). 

GAME CADDY. 


JAP) 

.15.00 

.20,00 

.15.00 

.44.99 

.50.00 

.30.00 

.14,00 

.68.00 

.10.00 


AMAZING TENNIS. 

ADDAMS FAMILY. 

ARCANA. 

ADVENTURE ISLAND.. 


BART SIMPSON. 

BATMAN RETURN OF THE JOKER 
BAHLE BLAZE. 


BOWLING.. 


CASTLEVANIA IV.. 


CONTRA SPIRIT.. 


DARIUS TWIN. 

DEATH VALLEY RALLY.. 


DRAKHEN.. 


DINOSAURS.. 


E>aRA INNINGS.. 
EXHAUST HEAT.... 


FATAL FURY.. 


GOLDEN FIGHTER.. 


HOOK.. 


JAMES POND JR.. 


MYSTICAL NINJA.. 


USA/UK 

JAP 

.44,99 

- 

.44.99 

- 

.44.99 

- 

.44.99 

- 

.44.99 

- 

.46.99 

44.99 

.44,99 

- 

.44.99 

- 

.44.99 

46.99 

- 

37.99 

.46.99 

- 

.44,99 

38.99 

.44.99 

- 

.44.99 

- 

.44.99 

- 

.44.99 

36.99 

.44.99 

- 

.44.99 

- 

.44.99 

42.99 

.44.99 

- 

.44.99 

- 

.44.99 

- 

.44.99 

- 

.44.99 

- 

.44.99 

- 

- 

42.99 

.44.99 

- 

.44.99 

- 

.44.99 

- 

- 

43,99 

.44.99 

35,99 

.44.99 

- 

.54.99 

64.99 

.44.99 

- 

.44.99 

42.99 

.44.99 

- 

.44.99 

36.99 

.44.99 

- 

- 

48.99 

.44.99 

- 

.44.99 

- 

.44.99 

- 

.44.99 

- 

.44.99 

33.99 

- 

43.99 

.44.99 

- 

.44.99 

- 

.44.99 

- 

.44.99 

- 

.44,99 

- 

.44,99 

42.99 

.44.99 

- 

.44.99 

- 

.44.99 

42.99 


SNES - SPECIALS - ALL AT £29.99 

BILL LAMBER BASKETBALL. D-FORCE, POPULOUS, 
WORLD CHAMPIONSHIP BOXING, XARDION 



USA/UK 

JAP 

LAGOON. 

.44.99 

- 

LEMMINGS. 

.44.99 

29.99 

LOST VIKING. 

.46.99 

- 

MONOPOLY. 

.44.99 

- 

MUSYA. 

.44.99 

34.99 

MARIO PAINT WITH MOUSE. 

.58.99 

58.99 

MICKEY MOUSES MAGICAL QUEST .54.99 

- 

NBA CHALLENGE . 

. 44.99 

- 

NHLPA HOCKEY 93. 

. 44.99 

- 

OUT OF THIS WORLD. 

.44.99 

- 

PAPERBOY 2. 

.34.99 

- 

PGA TOUR GOLF. 

.44.99 

37.99 

PEBBLE BEACH GOLF. 

.44.99 

- 

PARODIUS. 


44.99 

PILOT WINGS. 

.44.99 

- 

PITFIGHER. 

.44.99 

- 

PRINCE OF PERSIA. 

.44.99 

39.99 

PHALANX. 

.44.99 

44.99 

Q-BERT. 

.44.99 

- 

R-TYPE. 

. 44.99 

- 

RIVAL TURF. 

.44.99 

- 

ROAD RIDE. 

.44.99 

- 

ROBOCOP3. 

.44.99 

- 

R CLEMENS BASEBALL. 

.44.99 

- 

RAMPART. 

.44.99 

- 

ROCKETEER. 

. 44.99 

- 

RPM RACING. 

.44.99 

34.99 

ROMANCE OF THE III KINGDOM. 

.49.99 

42.99 

SUPER OFF ROAD. 

.44.99 

- 

SIM CITY. 

.44.99 

32.99 

STG. 

.44.99 

34.99 

SLIME THING. 

.44.99 

- 

SMASH TV. 

.44.99 

- 

SPIDERMAN 8c X-MEN. 

.44.99 

- 

STAR WARS. 

.44.99 

- 

STREETFIGHER II. 

.59.99 

- 

SMART BALL. 

.44.99 

- 

SUPER SOCCER. 

.44.99 

32.99 

SUPER CHAMP SOCCER. 

.44.99 

- 

SUPER BUSTER UP. 

.44.99 

- 

SUPER BUSTER BROS. 

.44.99 

- 

SUPERMAN. 

.44.99 

- 

SUPER TENNIS. 

.44.99 

32.99 

SUPER UNCHARTERED WATERS..., 

.59.99 

- 

SONIC BLAST MAN. 

.46.99 

- 

SWAMP THING. 

.44.99 

- 

SUPER MARIO KART. 

.44.99 


SUPER PANG. 

- 

42.99 

SPIDERMAN. 

.44.99 

- 

THUNDER SPIRITS. 

.44.99 

- 

TINY TOONS. 

.49.99 

- 

TKO TECH KNOCKOUT. 

.44.99 

- 

TOM 8c JERRY. 

.44.99 

- 

TOP GEAR. 

.44.99 

35,99 

TURTLES IV. 

.44.99 

- 

TRUE GOLF. 

.44.99 

- 

UN SQUADRON. 

.44.99 

- 

ULTRA MAN. 

.44.99 

- 

UNIVERSAL SOLDIER. 

.46.99 

- 

WHEEL OF FORTUNE. 

.44.99 

- 

WINGS II. 

.44.99 

- 

WORLD LEAGUE SOCCER. 

.44,99 

- 

WORLD CHAMPION. 


34.99 

PRO ACTION REPLAY 


SNES + MEGADRIVE - 

£42.99 



SEGA GAME GEAR 

AVAILABLE NOW GAME GEAR ADAPTOR £14.99RUN MASTER SYSTEM GAMES ON YOUR GAME GEAR 


ALIEN 3. 

.27.99 

AX BATTLER. 

.21.99 

AERIAL ASSAULT. 

.16.99 

BART SIMPSON 

.25.99 

BEHER UP. 

.19.99 

CASTLE OF ILLUSION 

.1799 

CRYSTAL WARRIORS 

.24.99 

CHASE HQ.... 

.21.99 

CHESS MASTER 

.21.99 

CHUCK ROCK 

.27.99 

DEFENDER OF OASIS 

.CALL 

DEVILISH. 

.23.99 

DONALD DUCK 

.24.99 

DRAGON CRYSTAL 

.19.99 

G-LOC. 

.21.99 

INDIANA HONES 

.27.99 

JUNCTION.... 

.24.99 

JOE MONTANA FOOTBALL. 

.19.99 

FANTASY ZONE. 

.17.99 

GEORGE FOREMAN KO BOXING. 

.19.99 

MARBLE MADNESS. 

.24.99 

MOHAMMED ALI BOXING . 

.CALL 

NINJA GAIDEN 

.23.99 

OLYMPIC GOLD 

.24.99 

OUTRUN EUROPA 

.24.99 

PREDATOR.... 

.27.99 

PSYCHIC WORLD 

.19.99 


PAPERBOY.24.99 

POPILS.24.99 

SMASH TV 27.99 

SHINOBI 24,99 

SHINOBI2 27,99 

SONIC 2 27.99 

SPACE HARRIER 20.99 

SUPER GOLF 20.99 

TAZ-MANIA 27.99 

TERMINATOR CALL 

WOODY POP 16.99 

SUPER MONACO GP 2.24.99 

FACTORY PAN,.,7.99 

GAME GEAR .94.99 

GAME GEAR + COLUMNS.94.99 

GAME GEAR + SONIC + AC ADAPTOR.119.99 

GAME GEAR + SONIC 2 + AC ADAPTOR.... 129.99 

GAME GEAR + 2 GAMES.124.99 

MASTER GEAR CONVERTOR.14.99 

WIDE GEAR.10.99 

POWER SUPPLY.9.99 

BATTERY PACK.32.99 

TWO PLAYER CABLE.9.99 

GAME GEAR AHACHE CASE.14.99 

TV TUNER.54.9 


PC ENGINE - AJMI lYNX - TURBO GRAPHICS 

WE STOCK A LARGE VARIETY OF GAMES FOR THE ABOVE - PLEASE CALL FOR DETAILS 
WHOLESALE & EXPORT ENQUIRIES WELCOME. PLEASE CALL 071 724 3822 OR FAX 071 723 3117 


MEGA PAD SG 8 WITH THREE BUHONS 

(ALSO FIRE + SLOW MOTION).13.00 

POWER CLUTCH (ARCADE JOYSTICK).30.00 

POWERBASE CONVERTOR (PAY MASTER SYSTEM 

GAME ON MEGA DRIVE).27.00 

MEGA DRIVE ADAPTOR.8.00 

ATOMIC RUNNER. 

ALISIA DRAGOON. 

ARCH RIVAL. 

ALIENS. 

AMAZING TENNIS. 


AFTERBURNER . 

BART SIMPSON . 

BARE KNUCKLE II . 


CASTLE OF ILLUSION . 


DRAGONS FURY.. 


FATAL FURY.. 


GYNOUG. 

JENNIFER CAPRIATI.. 


KRUSTYS FUNHOUSE, 


USA/UK 

JAP 

. 39.99 

- 

.39.99 

- 

.39.99 

- 

.39.99 

- 

.39.99 

- 

.42.99 

- 

.43.99 

- 

.32.99 

- 

- 

29.99 

.39.99 

- 

.42.99 

39.99 

.39.99 

- 

.39.99 

- 

.39.99 

22.99 

. 39.99 

- 

.39.99 

- 

.33.00 

- 

. 39.99 

- 

.39.99 

- 

.38,99 

- 

.39.99 

- 

.39,99 

- 

.39.99 

- 

.44.99 

- 

.29.99 

- 

.39.99 

- 

.39.99 

- 

.34.99 

29.99 

- 

19.99 

.35.00 

- 

.34.99 

29.99 

.39.99 

- 

.39.99 

- 

.36.00 

- 

CARD) . 

..279.99 


NEO GEO 


MEMORY CARD . 19.99 

FATAL FURY . 124.99 

FATAL FURY 2 . 159.99 

MAGICIAN LORD . 89.99 

ART OF FIGHTING . 159.99 

CYBERLIP . 89.99 

ROBO ARMY . 96.99 

8-MAN . 96.99 

RIDING HEROES . 89.99 

SUPER SPY . 99.99 

KING OF MONSTER . 104.99 

KING OF MONSTER 2 . 119.99 

CROSS SWORDS . 99.99 

2020 SUPER BASEBALL . 69.99 

NINJA COMBAT . 84.99 

THRASH RALLY . 89.99 

BLUES JOURNEY . 68.99 

FOOTBALL FRENZY . 129.99 

MUTATION NATION . 102.99 

WORLD HEROES . 169.99 

BASEBALL STARS 2 . 124.99 

ALPHA MISSION 2 . 74.99 

MAHJONG . 69.99 


LHX ATTACK CHOPPER.36.99 

MERCS.26.99 

MEGA-LO-MANIA.37.99 

MICRO MACHINES.37.99 

MOHAMMED ALI BOXING.39.99 

NHLPA HOCKEY 93.36.99 

OLYMPIC GOLD.30.99 27.99 

OUTLANDER.39.99 

PGA GOLF 2.39.99 

POPULUOS.29.99 

PIGSKIN BRAWL.44.99 

PREDATOR.36,99 

QUACKSHOT.39.99 29.99 

RAMPART.39.99 

RBI BASEBALL IV.37.00 

RISKY WOODS.35.00 

ROAD RIOT.36.99 

ROAD RASH II.37.99 

ROLLING THUNDER 2.37.99 

ROLO TO THE RESCUE.34.99 

SIDE POCKET.37.99 

SLIMEWORLD.36.99 

SONIC II.- 24.99 

STRIDER 2.39.99 29.99 

SPORTSTALK BASEBALL.44,99 

SPORTSTALK FOOTBALL.44.99 

SUPER HIGH IMPACT.37.99 

SUPER SMASH TV.36,99 

SUPER SHINOBI 2.39.9 

SUPER WWF WRESTLEMANIA.37.00 

TALESPIN.37.99 

TAZ-MANIA.34.99 

TEAM BASKETBALL.34.99 

T 2 ARCADE.38.99 

THE LITTLE MERMAID.34.99 

THUNDERFORCE IV.34.99 

TINY TOOONS .44.99 

TWINKLE TALE.37.99 

UNIVERSAL SOLDIER.39.99 

WONDERBOY5 .35.00 

GAMEBOY DELUXE PACK (CONSOLE, TETRIS, 
EARPHONES, CABLE, FOUR AA BAHERIES) ...66.99 


NINTENDO OAUCBOr 


GAMELIGHT/MAGNIFIER COMBI.14.00 

MAGNIFIER.9.00 

AMPLIFIER.9.00 

BRITE BOY (LIGHT MAGNIFIER).7.99 

GAME KEEPER/GB BOX.21.99 

PORTABLE CARRY ALL.9.99 

AHACHE CASE (NUBY).16.99 

MINI JOYSTICK.3.99 

DOCS LIGHT IT.14.00 

GB ADAPTOR.8.99 

UNIVERSAL BAHERY PACK.27.99 

LIGHT BOY.19.99 

HYPERBOY.29.99 

REPLACEMENT SCREEN.4.99 


OAMEBOY SPeCIAL. 

FISH DUDE 12.99 


LEMMINGS.. 


39.99 


ALL STAR CHALLENGE II 

FERRARI GP 

PAPERBOY II 

TRACK N MEET 

ADDAMS FAMILY 

FLIGHT SIMULATOR 

PRICE OF PERSIA 

WWF 2 

ADVENTURE ISLAND 

FI RACER 

RANMA 1/2 

ROCKY BULLWINKLE 

ALIEN 3 

GEORGE FOREMAN 

ROBOCOP II 

DIG DUG 

AVENGING SPURT 

BOXING 

ROGER CLEMENS 

THE JETS 

BATMAN II 

HUNT RED OCTOBER 

BASEBALL 

OUT OF GAS 

BARTS SIMPSON II 

HOOK 

SIDE POCKET 

HOME ALONE II 

BEETLE JUICE 

MEGA MAN II 

SOLOMONS CLUB 

ANY 1 FOR £25 

BLADES OF STEEL 

KID ICARUS 

SPUDS ADVENTURE 

ANY 2 FOR £48 

BONKS 

KIRBYS DREAMLAND 

SPIDERMAN 

ANY 3 FOR £66 

BUBBLE BOBBLE 

LIHLE MERMAID 

SPY V SPY 

SUPERMARI0LAND2 . £27.99 

BUGS BUNNY II 

METEROIDS II 

SUPER HUNCH 

STAR WARS . £27.99 

BLUES BROTHERS 

MICKEYS DANGEROUS 

SIMPSONS 

SPEEDBALL2.£27.99 

CEASARS PALACE 

CHASE 

TURN N BURN 

PLEASE ADD £1 FOR EACH 

CASTLEVANIA 

MONOPOLY 

TERMINATOR II 

GAME P&P (ACCESSORIES 

CHESSMASTER 

NINJA GAIDEN 

TOP GUN 

AND CONSOLES ADD £5 

DOUBLE DRAGON 1 8c II 

SHADOW 

TOXIC CRUSADERS 

FOR POSTAGE) 

DUCK TALES 

NINJA TURTLES II 

THE PUNISHER 



PACMAN 

TINY TOONS 




§TORE$ 



301 EDGEWARE ROAIX LONDON W2 IBN TEL: 071 723 2412 
260 TOHENHAM COURT RCJAD, LONDON WIP 9AB TEL: 071 580 6397 

ALLOW APPROXIMATELY 5 DAYS FOR CLEARING CHEQUES OR MONEY ORDERS. 
FOLLOWING DAY DELIVERY, P&P ADD £1 FOR GAMEBOY & GAME GEAR GAMES, £1.50 
FOR OTHERS, £5FOR ACCESSORIES & £10 FOR CONSOLES AND BIG ACCESSORIES. 

IF PAYING BY CHEQUE PLEASE ADD CHEQUE GUARANTEE NO. 
AND EXPIRY DATE FOR FAST DELIVERY 
WE RESERVE THE RIGHT TO CHANGE PRICES WITHOUT PRIOR NOTICE, E&OE. 











































































































































































































































































































